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WARNING: ONLY 2 MORE ISSUES LEFT! With your subscription about to run out, 


you'd better renew or youre gonna be in serious trouble. Why? Hecause without all the 


inside info you get from Nintendo Power, you'll find yourself locked in 


the cross hairs of Star Wolf. So get nut your pen and stay in the game! : 


FREE PLAYER'S EVTDE WHEN You RENEW! 


NINTENDO== 
S ou 


We finally have st! Just as Yoshi's 
Story premiered at Space World in 
Japan, we got our hands on it here 
at Nintendo Power, and a handful it 
n this sequel, a gaggle of Yoshis 
explores worlds made of stitches, 
balloons and cardboard cutouts, 
among others Take a first look at 
the first game of Its kind for the 
N64 beginning on page 10 You'll 
agree, It's all its cracked up to bel 


Are you ready to rumble? There's rage in the ring 
when the stars of the WCW take on the bad 
boys of the NWO! Learn the moves that will 
earn you the belt instead of just getting you 
belted Turn to page 18 to learn your lessons. 


WCW VS. NWO WORLD TOUR 


osc < » 


STRATEGY 


WCW vs. NWO: World Tour 

Snowboard Kids 

Duke Nukem 64 

Diddy Kong Racing 

Jeopardy! 

Fighter's Destiny 

Turok: War of the Bionosaurs 
The Fidgetts ` 

The Lost World: Jurassic Park 


SPECIAL FEATURE 


Yoshi’s Story Preview 
Space World Report 
Wetrix Preview 


EVERY ISSE 


Player’s Pulse 
Power Charts 
Classified Information 


PAGE 28 


This month, Snowboard Kids hits the N64 slopes, just in time for the winter 15 
snows And these kids are ready for action theyre shppng, they fe sliding, Counselor’s Corner 


they re pulling off smazing stunts to rack up big bucks Player's Poll Contest 
Arena 
Now Playing 
Pak Watch 
Next Issue 
Game List 
Our reporters are back from the Space World 
the een eee news tolit the NBA 


News about Zelda An exclusive interview with 
Mr Miyamoto Much moret Turn to page 34 


100 
106 
106 


PLAYER'S PULE 


Welcome to 19981 The new year promises to bring great nay games 


to the N64 including Yoshi's Story, Banjo-Kazooie and Zelda 64. The 
new year also brings new changes to Nintendo Power, and We'd love 
to hear what you think of our redesigned magl l 


Wessly Diaz © Orlanda, Florida 


let's Hear It for the 
Stinkers! 

m writing in response to Marc 
Hansens letter in Volume 102 
He's all ticked off because of 
the 10 horrible games you 
bashed in the 100th issue's 
Worst Games of All Time list If 
a game truly stinks, it deserves 
that kind of recognition It put 
a smile on my face to see some 
humorous criticism instead of 
all the praise that games usual- 
ly get nowadays.-Right now, 


most games are really c 


but, lets face it, there are some 
that just don’t measure up. 
Steve Hobbs 


St. Louis, MO” 


Bebe Biues 
It was funny to see Bebes 
Kids as one of the Top 10 
Worst Games of All Time. No 
kidding! | played that game 
once and couldn't stand it. | 
wasn’t even able to get past 
the first level Okay, now | 
want a list of the top 10 things 
that I can do to get some use 
out of that useless game 
Melissa Taylor 
Via the Internet 


(6) NINTENDD POWER 


Here goes . 

Top ten other uses for the 

Bebe’s Kids Game Pak 

10 Hockey puck 

9 Ice scraper 

8. Kan dart caddy 

B Really uncomfortable 
futon for Barbie 

6 Kitty litter sitter 

5 Toaster slot companign 

4 As a prank, wrap uh 
tin fou, then trade t for 
your frrend’s lungh by 
offering your “délictous 
meat loaf stab 

3 Wedgie helpef 

2. Sllent (but sfl stinky in 
its own Special way) 
whoopee cushion 

1. PlayStation mallet 


Can't Get There from Here 


m- GoldenEye 007,44 once 


went to the docks on the Dam 
level and armed my sniper 
rifle to look at the distant 
mountains. Across the water I 


Sau d guard—tower and a 


white building! Is it possible 
to get there? | zoomed in on 
the highest magnification and 
was able to see the buildings. 

Is ita hidden are: 
nal ~ Paul Franz 
Via the Internet 

The Out was originally 

inténded to bë a place that 
Would Be Stocked with heavy 


— 


artillery that Bond would be 
able to reach by boat. The 
programmers at Rare eventu- 
ally decided that the area 
wasn’t necessary, so they 
scrapped the boat idea but 
left the outpost in the game 
since they had already pro- 
grammed it into the area 
Though there's no way of 
reaching the island resort, 
yeu can still-mteract-with-itf 
if you've earned Paintball | 
Mode, activate it, then try 
splashing some color on the 
buildings by shooting at them 
with your sniper rifle. 


And Aiong Came a Spyder 
| think GoldenEye 007 is the 
best N64 game Thé chal- 


lenges are endless and the fun 


and replay value are great. But 
something has been bugging 
me | was flipping through the 
instruction booklet for the 
100th time and I noticed 


something. there is a gun 
called the Spyder, but f have. 
never seen it in the game If it 
exists, where can | find u: 
Fadi Bayaa 
Vn the Intemet 
The Spyder Still exists, hut 
Rare changed the guns 
name aſlenthe instruction 
manual Had already been 
pated. The gun is now 
Kpöwn as the Klobb, named 
g Rant af Nintendos, 
Development and 
Evaluation Manager, Ken 
Lobb Better luck next time, 
Mr Spyder. Maybe some- 
day Rare really will game as 
gun after you, 


Shaken and Stirred 
First of all, Roger Moore 1s 
not cheesy. Second of all, 
GoldenEye 007 is great! The 
play control and story are 
cool and the game is faithful 
to the United) Artists" movie 
The characters lodk real and 
not polygonal, Bond stands 
right up there with ther N64 
heroes such as Marig, Dash 
Rendar and Fox, Megloud 
My praise goes out to 007, 
Natalya, Trevelyan, Xenia 
and the others from 
GoldenEye 007. 
Joe West 
Via the Internet 


If GoldenEye 007 gets any 
awards they should be for 
“Most Overrated Game of the 


Background Art Juan Aguaya © Calexico, Calfornia 


ins e Oregon City, Oregon 


Decade “IT would much rather 
play agu e such as Mario 64 
that Jaughs at-reality than play” 
GoldenEye, which falls very 
short of achieving realism. I 
think that all of the characters 
are flat {in every sense of the 
word) and that many of the 
stages were poorly planned. 
The game's story, like 99% of 
other movie-based games, is 
weak As if these are not rea- 
sons enough to have terminated 
the game in its infancy, the fact 
that the content of the game is 
too mature ſor the majority of 
Nintendos audience alone 
should have kept GoldenEye 
from being released 
Ryan Stamey 
Atlanta, GA 


Finally, a game on the N64 
that is more adult-onented 
than Marto or even Star Fox 
GoldenEye actually has more 
advanced missions and 


some thinking) 


objectives than 
just running and 
jumping on mon- 
sters’ heads ls this 
the N64? The rea- 
son | ask is 
because of the 
severe lack of 
more adult games 
on a system that 
has the potential 


to bring action 
games to a whole 
new level. Other 


than GoldenEye 007, 
the only more adult 
titles have been 
Turok and Blast 
Corps (the games 
actually required 


Peter Anderson 
Via the Internet 


I think that GoldenEye is the 
best game for the Nintendo 
64 so far. The graphics are 
unmatched by any game on 
the market today The charac- 
ters’ movements and reac- 
tions to being hit are like real 
life (for example, f you hit 
someone in the leg, your vic- 
tim will grab his leg in pain) 
The only thing the game lacks 
is voices However, if given 


Nathan Kowalewski 


© Via the interne 


the choice between captions 

and the annoying repetitive 

sayings heard in Star Fox 64, 
I'd choose captions 

joe Hofmann 

Via the Internet 


Old, But Legendary 
I was shocked when I read 
Trevor Laishley’s letter in 
Volume 101 What's wrong 
with putting old characters in 
new games?! Using old char- 
acters Is a way of remember- 
ing them Most of Nintendo's 
older characters are also pop- 
ular characters, which makes 
them video game legends 
And legends should never 
be forgotten! 
Colin Cypret 
Batavia, IL 


The new year brings new games to the charts, marking the debuts 
iron heroes, Bay City rollers, post-apocalyptic combat cycles, a sho: 
niac, and a couple of Kongs on their third Game Boy outing. And de 
old acquaintances who, after a year or more, are still managing to si 


COMPANY 


1 GOLDENEYE 007 NINTENDO 
DIDDY KONG RACING NINTENDO 
STAR FOX 64 NINTENDO 
SUPER MARIO 64 NINTENDO 
MARIO KART 64 NINTENDO 
NFL QUARTERBACK CLUB ꝰ ACCLAIM 
TUROK: DINOSAUR HUNTER | ACCLAIM 


It's no top secret that James Bandis SAN FRANCISCO RUSH: MIDWAY 


number one. Meanwhile, the bottom 
half of the 11711 is shaking and stir EXTREME RACING 

ring with the debuts ol a 

Quarterback Club 98, SF Rush, EXTREME-G ACCLAIM 


Extreme-G d Bomberman 6: BOMBERMAN 64 NINTENDO 


O AH Aw 


LDA 
ja LEGEND OF fe cast T THE LEGEND OF ZELDA: NINTENDO 
zis or AS 7 A LINK TO THE FAST 


FAAARA BI j SUPER MARIO RPG NINTENDO 
33 : N 


DONKEY KONG COUNTRY 3: | NINTENDO 
DIXIE KONG S DOUBLE TROUBLE 


FINAL FANTASY iit SOUARE | 
OONKEY KONG COUNTRY. | NINTENDO 


DONKEY KONG COUNTRY 3 CHRDND TRIGGER SOUARE 
DIXIE KONG EPONBLETAOUNE OONKEY KONG CDUNTRY 2: | NINTENDO 
With Zelda 64 coming soon, fans DIDDY’S KONG QUEST 


1110 my even more support for 7 3 2. ae FINAL FANTASY It SQUARE j 

rules hero Gam re al if 1 

Wer SMW 2 ard Yosh, whose a „ NARVEST MOON NATSUME 
t 


ory” will be coming very soon to N 4 T 3 
an N64 near you : k SUPER MARIO WORLD 2: NINTENDO 


aa EOS (SMARTS eee, [uroo 


SUPER MARID LAND 2: NINTENDO 
5 GOLDEN COINS 


OONKEY KONG LAND 3 NINTENDO 

ODNKEY KDNG LANO 2 NINTENDO 

DONKEY KONG LAND NINTENOO 
a ZELDA 64 (N64) 


i f NINTENDD 64 DISK DRIVE 
Look out, Link, h tripl 2. NINTENDD 64 DISK DRI 
A N A 
(sous tne other two DEL games 0 PTT eee 
Sad > * jae ¢ 
toward Super Mario Land? and p 4 GOLDENEYE DDZ (N64) = 
Link's Awakening S. YOSNI'S STORY (N64) 
— 
6. SUPER MARIO RPG 2 (N64) 
—— e 
Z SUPER MARIO 64 2 (N64) 
— 
8. EARTHBDUND 64 (N64) 
— ae 
9. SAN FRANCISCO RUSH: EXTREME RACING (N64) 
ett ee 


1D. NFL DUARTERBACK CLUB ‘98 (N64) 
— i 
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LETTERS, continue... 


| agree with Trevor Laishleys 
letter stating that a lot of the 
N64 games aren't as orginal as 
one might have expected But 
there are exceptions, such as 
Blast Corps Also, in issue 101, 
there are almost 30 new and 
original titles that will be 
released by spring So to all who 
doubt the. NA, be patientt’s 
just gathering up speed At full 
speed, the only complaints will 


be from the competitiont N 


john Orth 
Via the Internet 


The Need for Speed 7 


My brother and I bought an Nb 


In ‘August We want tO get a raca 
ing 8 ime, but our parents told us 
we ate able to get only « ‘one, We 


either want Extrerrie-G or San 


Francisco Rush, We've been on 
the Internet getting information 
on both games, but we wanted 


to know from the pros. Which 


game should We get? £ 
0 Chris & Derek Girard 


4 LaSalle, Ontario 


Hal depends on what sort of 
icing you likeGiffou're 
poking for breakneck speed 
vnd multiplayer battle modes, 


then Extreme-G will get youi 
motor running The best fea 


tures of Acclaim’s ganfe are 
its four-player compétitions, 
high velocity. comijat cycles. 
and devastating arsenal o 

i weapons strewn about the 
eight different arenas and 
roller coaster tracks, On the 
other hand, if you're into 
hightflying stunt driving and 
arcade action, then you'll n 
want to buckle up with San 
Francisco Rush Midway’s 2- 
player racer will not only test 
your lead foot with its 24- 
race circuit of tight turns and 
vertical hilis, but it will also 
test your exploration skills 
with the tracks’ hidden short- 
cuts and 45 keys that access 
secret cars Extreme-G and SF 


q Soccer down South 


Who better to win the FIFA Soccer 64 Player’s Poll Contest’ 
than a soccer player? Nathan Liles, who plays as a right back 
for his team in Oklahoma City, scored the grand prize in 
Volume 96’s contest. Not only did Nathan win FIFA Soccer 
64 (where he can practice his fancy footwork on the digitized $ 
playfield), but he also won a trip to Mexico City to cheer on |} 
the U.S Men's National Team tts matchup against Mexico 
Though the big game ended in a tie, the U.S team was nev- 
ertheless victorious since it was the first time in 18 games that 
the US didn’t finish behind Mexico on its home field Way 

m to cheer them on, Nathan 


Nathan Liles poses in front of the 
Aztec Pyramids and then kicks 
around with the US Men's National 
Team Captain, John Harkes 


Rush are two very different 
Rames, and the way we see it, 
Chris and Derek, is that you 
can convince your parents 
that the two of you deserve 
both games” Just keep these 
two words in mind “brown” 
and nose 


What? No Knight Rider??? 
Just wanted to point out a cou- 
ple of things that my cousin and 
| noticed about Blast Corps. The 
American Dream muscle car is 
actually the General Lee from 
The Dukes of Hazzard (with a 
more politically correct paint 
job) because it plays Dixie on 
the horn. The black van is actu- 
ally the van from The A-Team 
because Mr. T yells, “Get out of 


— 


my way!“ when you honk the 
horn And the red car is the car 
from Starsky and Hutch Are 
any of the other cars based on 
famous ones? 

Michael Patronik 

Via the Internet 

We're not positive, but we 
think the nuclear transport is 
supposed to be a really, 
really explosive Oscar 
Meyer Wrenermobile 
really explosive Oscar 
Meyer Wrenermobile 


WRITE AWAY RIGHT ANNY 


January is the time for fresh starts, and this new year we've resolved 
to make a few changes to the magazine. Should more renovations be 
in store for 1998? Write us and let us know what other changes you 
think we should add to our list of new year's resolutions, 

NINTENDO POWER PLAYER'S PULSE 

P.O, BOX 97033 

REOMONO, WA 98073-9733 

E-mail: noapulse@nintendo.com 
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ntotives are available 


UNSELOR 


90C -288-0707 


50 per mioste 
1 900 451-4400 


Conade $2.09 per minute 


(2s 9714 TDD) 
Sem-9pm Pacific ti 
Mondoy-S 
6am-7pm Sunday 
Callors ender age 19 need to obtain 
porentol permission to cell 


1-425-885-7529 
Prerecorded Game Tips 
and Future Product 
Information 
News abost recent releases ond upcoming 
games for atl Nintendo eyetema 
help oo Diddy Kong Recing, Bomber 
Clayfightar 63 W. GoldenEye 097, 
64, Hexen, War Gods, Super Morio 
Cort ik: Omosaer Henter, Ooo 
Killer inetinet Gold, Ster Ware. She 
the Empire, PllotWinge 54 end Ma 
Kombnt Tritogy for the Nintendo & 
alse help for any Saper Moria ge 
Saper NES and NES, Donkey Ke 
2, DKL 3 for the Geme Boy, a 
Donkey Kong Country 1, 2, 
ost 
nd, Mlusion of Ga 


Trigger, Fit 

Breath of Fire ] end Il, Kil 

Fighter Alpha 2, Mortal Komi 

Kombat 3 end Ultimete Komba! 

may he long distance, eo ba sure to g 
museion from whoever pays the phoni 
before you call 


NINTENDO 
POWER 
SOURCE 


ONCE UPON A TIME THERE WAS THE 2-D SIDE-SCROLLER 
YOSHI'S ISLAND. TWO YEARS, ONE 64-BIT SYSTEM AND HALF A 
DIMENSION LATER, THE YOSHIS RETURN TO SPIN A TALE THAT 
COULD BE TOLD ONLY ON THE N64: YOSHI'S 


STORY, NINTENDO'S DAZZLING 2/1 B 
WONDERLAND THAT REUNITES THE 
DINOS WITH MORE ACTION, FUN 
AND WHIMSY THAN 
EVER BEFORE. 


OTIS 


First things first: Yoshi's Story doesn’t feature crying baby Mario to make you 
wish the island had a day care center. Baby Bowser, however, does make an appear- 
ance. In this tale, the Baby Koopa steals the Super Happy Tree from the Yoshis and 
Transforms their cheery island into a picture book. With the tree uprooted, all of the Yoshis 
become unhappy, save for six baby Yoshis. The green, blue, red, yellow, pink, and purple baby 
Yoshis all hatched after Baby Bowser had toddled onto the scene, so they had never even seen 
the Super Happy Tree. They have, however, seen how unhappy the other Yoshis are without the 
tree. With their youthful outiook strengthening them, the baby Yoshis set forth to retrieve the 
tree and restore order to the land so that all Yoshis, young and old, can live happily ever after, 

Though the game is still in the works, we ve managed to snag a copy of an early Japanese ver- 
sion of Yoshi's Story, The screen shots may show Japanese text, and the island’s overall look may 
change slightly by the game’s March release date, but after playing Yoshi's Story, we found it to 
be a game that’s just too hard to keep under wraps. And so the story begins... 


(40) mwenn power 


Meany 10585 has con e land i into a book of six worlds © 
containing four levels apiece. Each world has its own contents page that unfolds 
on the screen like a pop-up book, complete with the selectable levels leaping off 
the page. Bookmaking materials, including newspaper, wood tiles, embroidered 
denim, quilted patchwork, corrugated cardboard, and even balloons make up 
the trees, hills, sky and other parts of a levels unique landscape. And even more 
bookishly, when you've reached the end of a particular area, the scene will curl 
up and flip the screen just like the turning of a page. 


OFF THE PRESSES 


Withits trusty train of egg projectiles trailing 4 
behind, Yoshi will journey through worlds 
with different themes Underground. where 

the theme is 
news paper, 
waterfalls 
threaten to 
flush Yoshi 
into yester- 
days headlines 


2½ D? SEW WHAT! 


In between 2-D and 3-Dis “2'/D" In Yoshi's 
Story, game play is strictly 2-D, but the 
vividly illustrated backgrounds {such as the 
intricate needlework an Stitch Worlds blue 
jean skies) are S0 lavishly rendered that you 
want to reach out and touch your screen 


The baby Yoshis can't morph into 
‘tanks or trains, but they wil stumble 
across items that can help them get 
around With the umbrella, Yoshi can 
float on arr, rather than free-fall 


22 wed cel 


on vost! 


: yes F 
MINI GAMES 


While the main story offers diverse game 
pley, the mini games will add ever mare 
variety by challenging proficient players 
with some bonus diversions The extra 
contests will test a Yoshi's physical abili- 
ties in events such as racing, lang jump- 
Ing, or catching and balancing blacks If 
you win, Lakrtu will reward you with hap- 
piness: boosting melons. 


voume 10 QD 


The movements and graphics in Yoshi's Story are so rich 
and life-like that, as you play, the Yoshis actually seem to be alive and 
4 existing in a storybook world. With its seamless animation, Yoshi's 
“~~ Story presents a new and improved array of Yoshi abilities. In addition 

to his old standby, the ground pound, Yoshi can now slurp in eight 
directions and express emotions! 


Unlike the older Yoshis, these babies don't need to 
morph into subs to navigate underwater Swimmingis 
second nature to a baby Yoshi 


Baby Yoshis, like their elders, battle by pitching 
eggs at their enemias Yoshis can carry a maxr 
mum of six eggs at one time, but if they find a 
heart icon, they briefly gan unlimited eggs and a 
longer tongue. 


The big difference in 
Yoshi's Story is not only - 
does it look more real, 
but you can also feel 
the seismic impact with 
the Rumble Pak. 


By tapping the A Button, 
you can make Yoshi 
jump. But to really get a 
lift, hold the A Button and 

Yoshi will run while in 

midair in order to soar to 
even greater heights. 


00000 e 


Q mreno power 


When a Yoshi eats its favorite fruit, the game’s flower meter will sprout more happy 
petals than usual. However, if Yoshis eat fruit they dislike or are hurt by an enemy, 
their happiness meter will sadly shed a few petals. 


Arainbow assortment of Yoshis stand 
by to save their island You'll have to 
adjust your strategy depending on 
which Yoshi you choose, since each 
has its favorite food The more things 
you slurp up that are the same color as 
your Yoshi, the happier rt wil! be And 
when Yoshis are really happy {and they 
know ıt) they'll be able 
to throw more eggs 
and lash out their 

tongue farther 


Mystery boxes can unlock secrets or 
produce fruit if Yoshi pushes them 
to a particular spot. Sometimes, 
Yoshi will need to push items and 
rearrange them in order to solve a 
puzzle or reach another area. 


Not all fruits are visi 
they're definitely smellable. By pressing the R 
Button, players can make Yoshi sniff out hid- 
den fruits. Pay attention to your Yoshi's 
expression while it’s taking a whiff, because if 
it catches wind of some happy-making fruit, 
the look on Yoshi's face will let you know. 
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@PLOTTING THE ADVENTURE 


Like Star Fox 64, Yoshi’s Story will 5 to different stages depending 

on how you've gone about completing the previous stage. Six worlds make up 
Yoshi's Story, and each contains four stages. Once you've collected 30 fruits, you'll 
move on ta the next world, but if you want a high score, you'll want to snatch up 
as many enemies, coins, hearts, melons and hidden fruits as you can. 


Inaddition to scon 

favorite 118 9 
xtra paints 

‘rut, Tich m this ca 


a i 


Mager gan eee e 
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MELONS 
YOSHIS 


Six items will earn you points and, when you com- 
plete a stage, they'll be tallied to calculate your 
score for that world 


UNFOLDING THE STORY 


A player can journey through only one stage per world, so any given game will be 
a maximum of six stages. Which stage is available for exploration will depend on 
the number of hidden hearts Yoshi can capture. Three hearts are hidden in each 
stage, and if you can’t find a heart upon completing a stage in World 1, you'll only 
be able to enter the next world's easiest stage, 2-1 (the higher the number of the 
stage, the higher the difficulty level, so stage 2-4 is World 2’s toughest area). To 
have stage 2-2 or 2-1 to choose from, you'll have to track down at least one heart. 
Two hearts will buy you entry into stages 2-3, 2-2 or 2-1, while finding all three 
hearts will allow you to choose from any of World 2’s stages. 


nino power 
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Before you enter a stage, you 


must play “fruit roulette” to ran 
domly select the lucky frurt for 
‘the area In thts particular round, 
bananas will be 
à worth extra 
points and 
90 ; petals 
e 


Melons are the most powerful 
and valuable fruits on the island 
— To get the highest score possible, 


you'll have to use Green Yoshi, 
since melons are the emerald 
dino’ favorite fruit 


HE CHRERL 


The Yoshis’ journey to Baby Bowser’s castle will take them through a total of 24 
different stages, but since you can venture through only a total of 6 per game, there 
will be tons of possible ways that you can delve into the story. 


The first chapter 
PAGE 1 of Yoshi's Story 
has the dinosaurs scrambling 
‘through cardboard and needle- 
point worlds and floating on 
propeller-powered saucers. 


PAGE ? € 


Yoshi heads below groundin the 

Storys second word Beneath 

the surface, Yoshi unearths fos- g 
sils, Blarggs and gelatinous ooze 


In the third wor d, 
PAGE? the Yoshis frolic 
through even more fancy-pants 
stages This time around, they'll 
enter worlds of spring-action and 
g~e~_fillowy snowscapes 


PAGE 4 


Sowho's the king of the jungle? Yoshi 5 
Is, if its determined by how fond you 8 
are of fruit and how well you can 
scurry alonginflatable platforms, 


PAGE § The ocean flooris 


cardboard and the 

sea is embroidered Pirate ships, 

eels and jellyfish attempt to 
deep-six @ dinosaur Jacques 

` ) Cousteau was sooo wrong. 


The most fnghten- 


PACE 6 Ing chapter is the 


fral ane where Bowser shouse of 
horrors, complete with psycho 
knives, buzz saws and ghosts, 
attempts to close the baok an WSH 


N a a dù f 


VOLUME 104 


Alongside some all-new enemies, old baddies” 
including Blarggs, Bob-ombs, Boo Buddies and Shy Guys 
are terrorizing the island. Other familiar foes will sport 
slightly different looks since, in this story, they’re much 
younger and smaller than those we're used to. (To per- 
fectly match the pint-sized characters, munchkin style 
music a la Oz’s Lollipop Kids serves as background tunes.) 


"es 
pA BOWSER 


Bowser’s just a wee tot in this sequel, but hes still 
abigbully In Yoshi's Story, the Baby Koopa plots his 
revenge on ail Yoshis by transforming their island 
into a picture book 


There are two kinds of enemies those Yoshi can 
eat and those Yoshi can egg The balloon butly’s 
too big to lick, but an egg will burst his bubble 


r Fierce fossils and other foes assault 
| Yoshi, and not every one Is 
appetizing Some change 
color and if Yoshi eats the 
wrong colored baddie, your 
dino will get indigestion 


Stl! haunting the Yoshis, the Boo Buddies bust back onto the scene Aiso 
breezing in are Blindfold Boos who respond to sound and zero in on any- 
thing that makes noise. 
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POOCHY 


The loyal canine ts back, and 
he'll help you hunt down frurt if 
you take him for a walk Once 
the dog is unchained, Poochy 
will sniff out fruits and lead 
Yoshi ta them When Yoshi 
gobbles up 30 frurts, you can 
Move on to the next level 


MR. WARP 


Mr Warp serves as a bookmark in 
Yoshi's Stary The raly-paly check- 
paint is always sleeping when you 
first encounter 
hm, but ff you 
make Yoshi hop on 
him, he'll awaken 
and allow you to 
warp to another 
area or he'll let 
you retry a level 
starting from his 
resting spat, 


Friendly dragons shither high 

‘through the air or in lava, and 0 
Yoshi can hitch aride on their 

| backs to safety 


SHY GUYS 


Like Yoshis, Shy Guys come in colors. By 
licking up a Shy Guy that matches the color 
of your Yoshi, you'll earn extra points. But 
don't worry if a Shy Guy’s color isn't a 
match-just pound the ground and the 
shockwave will magically change the Shy 
Guy’s hue. 


YOSHI'S EPILOGUE 
If you read between the lines, you'll realize Yoshi's Story is about babies, but not 
for babies, With 24 levels of varying and challenging game play, mini-games, 
and stunning graphics, Yoshi’s Story will rewrite the book on next generation 
games to declare that 3-D isn’t the only wave of the future. This March, the 
2 H. wave begins when the Yoshis tell their story. 


Forget those 
gët, ban 
I' 


We 


aa a 


Even if you're not’ Avresting fart, anyone who likes action or tour- 
ney fighting games should give WCW Vs NWO World Tour a try 
In fact, WCW offers more gut- level 


head-butting realism 
than most tourney fight- | 
ers could ever hope to 
have. (That comment 
may draw smirks from 
some, but just Watch 
“Hollywood” Hulk 
Hogan pull a Clothesline 
on an opponent, and 
you'll know what we 
mean.) Granted, most 
tourney fighters are 
meant to be wild fan- 
tastes, but if it’s thrills 
you want, Ric Flair’s 
Figure Four Leg Lock 
makes us groan in sym- 
pathetic pain in a way 
no 20-hit combo can! 


(14) NINTENDO POWER 


Still not convinced? Then how 
about 43 top pro wrestlers from four 


different leagues. All the big Și 


stars from the WCW (World 
Championship Wrestling), NWO 
(New World Order), DOA (Dead or 
Alive) and Independent Unton orga- 
nizations are here, each with his 
own repertoire of attacks, locks and 
signature moves. No cheap fireballs 
or fantasy juggle moves here—just 
good, old-fashioned suplexes, slams 
and choke holds for the best in 
mat-slapping excitement! 


WCW ıs also Rumble Pak and 
Controller Pak compatible The 
“hot swap” option allows you to 
use the Rumble Pak during your 
bouts and then switch to the 
Controller Pak to save your 
progress between matches or after a 
championship win. 


Designed fer 
N64 Rumble Pak™ 


$ 
14 


WCW VS. NWO D 
? 


Up to four players can participate in a whopping five modes of play, and 
the a host of options, including three difficulty levels, Spirit Meter (the bet- 
ter your spirits, the more powerful your moves will be), Realism (injuries) 
more. There's even a Lumberjack option, which allows a 

hrow you back into the ring so you won't be counted out! 


¥9 OGNFLNIN, 


aa Sav Bie Challange 
tie cate Catella Par 


The ultimate grudge 

match’ This one- or 
two-player mode pits the big guns of 
the WCW against the renegades of the 
NWO in a single-elimination tourna- 
ment You can select up to five 
wrestlers from each league and set the 
order for the toumament. If your cur- 
rent wrestler wins, he'll move on to the 
next match If he loses, the next wrestler 
in hne will take over Defeat ail of your 
opponents to take home bragging rights 
and the championship belt 


Exhibition mode throws you into the “squared 
circle” for a single, winner-take-all match You can 
choose any wrestlers you wish and play out all your “dream” 
matchups. The action won't be limited to one-on-one bouts, either 
With Tag Team, Handicap and Battle Royal options, up to four play- 
ers can join mayhem. Will Kevin Nash finally have his revenge 
against his foes in the WCW, or will Sting put 
Nash in his place? Would upstarts like the 
Black Ninja and Puchteca stand a chance 
against the masked might of Rey Mysterio 
Jr. and Ultimo Dragon? Here's your 

chance to find out! 


e Battle Royal ıs a frenzied free-for-all 
ith four human- and/or camputer-contre 
i Jo switch 


e 
e 


y 


gue Challenge will separate the chumps 
from the champs In this mode, you'll choose an 
organization and work your way up the ranks in the heavyweight, 
tag team or crutserweight division Once you defeat all your oppo- 
nents in the heavyweight or the cruiserweight division, you'll battle 
the hidden league champion. If you 
win, you'll not only claim the cham- 
pionship belt, but you'll also make 
the former champ a playable charac- 
ter If you don’t save your game to a 
Controller Pak, the former champ 
will disappear when you turn your 
game off 


of the si 
and plays 
in this s¢ 
tag te 
not 


CRUISERWEIGH 


Both WCW and DDA have cruiserweight Aer 

division titles. These guys may not qualify wo 
as heevyweights, but they're no pushovers 

The cruserweightidivisions tend tobe larg- 

er then theh J 

have along, 


The League mode allows you to create your own 

mint-organization with up to eight individual 

wrestlers or eight tag teams They will then compete for the league 

title in a round-robin tournament Standings are determined by 

You'll receive three points for a win, one point for a draw and 

no points for a loss You'll be able to determine which wrestlers will 

be human- or computer controlled before the tournament begins If 

a bout is between two computer-controlled wrestlers, you'll be able 

to skip it and go on to the next match If you skip a match, the com- 
puter will determine the winner 


© 


LI 


Last, but not least, smm 

is the Tournament 
mode As in the League mode, you'll 
be able to select up to eight individual 
wrestlers or eight tag teams for the 
competition, but unlike the League 
made, this contest is a single-ehmina- 
tion tournament with no second 
chances for the losers If an odd num- 
ber of wrestlers or tag teams is select- 
ed, the last wrestler or team chosen 
will sit out the first round The player 
who controls the wrestler with the best 
standings will always use Controller |. 


VTA 11 
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Luckily, WCW doesn’t have a huge list of brain-busting combos to memorize Instead, all moves are 
divided into a few common types that use the same basic control sequences Don’t be worried about 
variety, though While the same control sequence will produce the same type of move from all the 
wrestlers, the moves themselves will often be quite different The grapple (grab) 1s the basic building 
block for most special moves Move close to your opponent and tap A for a weak grapple or press 
and hold A for a strong grapple. From here, you'll be able to perform most special moves with just 
one or two button presses. 


ON THE MAT 


Mast spacial moves wall end with your 
foe on the met Move in and tap B to 
attack or tap A for an attack or a hold If 
your opponents spritis strong, you may 
not even have time for one strike li his 
Spirit is weak, you may get tn two or 
‘three. 


SPIRIT METER 


As you land blows end execute mavas, 
your Spin t Meter will grow and change 
color Whenit's full, twill say, 

“Special “ Grapple with your opponent 
and then press the Control Stick in any 
direction to perform an extra-powerful 
Special mave 


»DAZED AND CONFUSED 


‘Sometimes your moves willbe so devas- "s 

‘tating, your opponent will sway back 

‘and forth in a daze When this happens, 

walk around behind him, grapple him 

from behind and execute a spectal move 

fou can also use a rear grapple after you E 

pick upan opponent off the mat ipressR Mimaki 

“when your foe is down on the mat) 


Now its time to step into the squared circle and face off with pro wrestling’s best, and we'll start 
with the stars of the WCW We're featuring one or two special moves per wrestler, but keep in 
mind that each combatant has over 30 individual moves ‘Try the different control sequences with 
different wrestlers to uncover even more moves, attacks and holds. 


Sting changed his colors and his ettrtude, trading mn his 


“cherming” personality for a darker demeanor Will we 
ever see the Sting of old? Only time will tell. 


Use a strong grapple and then When your meters full, grapple Use a strong grapple and then Use a strong grapple and ress the ; 
ress Up and A to lift your foe your foe from behind (strang} and press B to introduce your appo- Control Stick when your Spirit 
high and bring ſum down hard. press the Control Stick nent to the mat—personally! Meter is full 


“Natura Boy Ric Flair ıs at the top of his game and, not 
Surprisingly, at the top of the wrestling world Fiar walks 
the walk, but he’s got the power to back it upt 


Fie OLR WHO ME? 


He's ended many a match withhis Choke Slam, but his 
story ıs just beginning The Giant was the world heavy- 
weight champ for a short time, andhe may be again. 


Di x VED 


— — —e— 
Your foe will be m a body cast 
after youuse aero 
press Down and then 


k. - — = = 
Move next to a downed foas When your meter is full, use a 
legs (make sure he's face up} and Strong grapple and press the 
tap A for Flas signature move Control Stick for a sucker punch. 


Rick Stener barks like @ junkyard dag, and he fights like 
one, too If you climb into the squared circle with him, just 
be sura you've had your rabies shot! 


“When your Spirit Meter 1s full, usea 
yon grapple and press the Control 
tick. 


No mattar it hes wrestling sola or alongside his brother, 
Rick, Scott Steamer is a force to be reckoned with Get 
ready to ba Stemenzed! 


e RACK 


E 
TE j 
When your meter is full, use a strong 


grapple and press the Control Stick 
That'sgottahurt! 


When your Spirit Meter ıs full, usea 
strong grapple and press A. is there a 
doctor in the house? 


WCW VS. NWO 


iG — 


He hides his true identity behind a mask, but there s no hiding Dean Malenko ıs a secand-generation wrestler, but he’s no 
the power of Ultimo Dragon Tius cruserweight can go the second-stringer Dean's father, the late Boris Malanko, 
distance in any challenge would be proud of his sons meny achievements 


Pe yey TT 


— — — ee J 
if your meter is full, grapple your If your foe is lying face up, move When your meter is full, grab your foe 
opponent from behind (strong) and clase tohishead end tap A for a strongly from the reer and press the 
press the Control Stick. ‘twist on the basic arm lock Control Stick 


SLC Guerra 


The winner of WCW's 1995 Newcomer of the Year award, 
Eddy Guerrera is already making a big splash in this sport, 
and his future certamy looks bright 


When your opponents dazed, grapple 
him from behind (weak) and press A 


With his colorful costumesand incredible acrobatics, Rey 
Mysterio Ir looks for all the world like a real life superhero, a 
sentiment his fans would no doubt share 


r 


Usea strong grap le, press Up When your Spirit Meter ıs full, use a Usea strong gra ple and then When your meter is full, grapple 
and then press A for this sweat, strong en e and press the press Down and to wrap up your your foe strongly from behind and 
acrobatic attack Control Stick Opponent. press the Control Stick. 


A crulserweight he may be, but at 5'10” and 220 Ibs, Chris 
“The Crippler” Benoit is no slouch in the power department, 
Wrestlers, beware! 


you'll face the hidden league champ, Diamond Dallas Page, 
in a championship bout Page has come from behind the 
scenes and into the glare the spot! ights and TV cameras 
D di Dallas s as quick as any cruiser- 
clear of wer, het 


When your meter is full, get befund 
your foe, use a strong grapple and 
press the Control Stick. 


moves like 
weak grappl 
and then B 


“Lard” Steven egal bad attitude and arrogant manner 
haven't won him many friends or fans, but thet seems to 
‘suit this chap just fine 


Use a strong grapple and press the | 

Control Stick when your meter is 

full for this “regal” move Defeat Page to make hima 

playable character Save your 

115 to a Controller Pak to keep 
um on the roster 
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In July, 1996, Kevin Nash and Scott Hali broke away from the WCW to form their own wrestling 
organization, which they christened the New World Order Citing unfair treatment by the WCW, 
the renegades were soon joined by Hollywood Hogan, Syxx and a host of other top talents Their 
mission: the total takeover of World Championship Wrestling! 


1 s & 
rer 
Since his defection, Hollywood Hogan has emerged as the leader of the NWO. 


Altarnately praised and reviled by fans, this six-time world champ remains one 
of Wrestlings most powerful figuras in and out of the nng 


ROPE CHOKE SLAM 
CLOTHESLINE 


2 


Use a strong grapple and then 5 
press A to take your opponant For the full “star” treatment, get a strong grapple and press 
fora walk he won't soon forget the Control Stick whan your Spirit Meter is full 


Pee: ee a 
ND =P ELLIE) 
Whoever the fake Sting ts, his very existence is an insult to the real Sting of the 


WCW, which is probably what he had tn mind! In any case, this imposter seems to 
— have mastered most of Stngs moves fairly well 


MAT SLAM LEG LOCK 


Use a strong grapple and then 
press the Control Stick when 


your Spirit Meter is full W your foe is faca up on the mat, move near hus legs and tap B 


for a fair imitation of the real Sting’s leg lock 


FF Hajiya 
After a so-so stint in the WCW, Marcus Buff Bagwell 


1 has come into his own since joining the NWO Now hes 
ready to take his career to thenext levell 


| Normally, Eric Bischoff is busy behind the scenes as 
Executive Vice-President for both WCW and NWO, but it 
seems he'll even take to tha ring when needed 


BACK SLEEPER 


TWIST SLAM 


When your matar ıs full, get a strong Witha full meter, grapple your foa 
grapple from behind and press the from behind {strong} and press the 


antro! Stick. Control Stick, 


eee e 


In the WCW, but an invitation from his friend, Eric Bischoff, 
to join the NWO has aut him on the fast track 


Get your opponent intoa strong Usea Fii grapple and press s the 
grapple from behind and then press B. 11 aa when your Spirit 
jeter is fu 


SCEE ihal) 


Scott Hall and Kevin Nash have found merechble success as 
the tag team knownas the Outsiders Will you be able to 
recreate their championstup win? 


en 
If your foe is leaning dazed against 
the turnbuckle, get him in a strong 
grapple andpress A 


‘Fame and fortune Ta Scott “Flash” Norton while he was 


Use a strong grapple, press bottom 
C, and then when your foe bouces 
hack, press and hold A 


nent, then press Up and 


WCW VS. NWO =) 
ae 
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f Kevin Nash powerbombed Eric Bischoff through the 
Stage at the 1996 Great American Bash That act, roni- 
cally, would soon Jead to Bischof fs joinmg the NWO! 


When your opponent ıs face up on 
the mat, stand next to his head 
and press A 


When your Sprit Meti ull, use a 
zrong grapple and press the Control 
tic 


Dupes 


Trained by the Great Matenko, Syxx has both wrestiing 
and martial arts skills at his disposal The trio of Syxx, 
Nash and Hall ıs known as “The Wolfpack ” 


IEC RE Alen REVE 


Me | | 


When your meter is full, get a 
strong rear grapple on your foe 
and then press the Control Stick 


zJ} Vz! ye; 
After Jon four world championships in the WCW, 
Macho Man” Randy Savage j joined his long-time friend 
Hollywood Hogan in the ranks « ‘of the NWO As the hidden 
champion of the NWO, he f hit you with spectacular moves 
hike the Te Chop (strong grapple, press Up and then A) 


ong grapple on 8 oppo- 


in oniy el 
you fall! 


He's big and ical and so are his 
clothes! The Macho Manis known W 
for his flashy fashion sense and 
flashy wrestling style 


The bad boys in the NWO like to think of themselves as rebels and rabble rousers, but wait until 
they get a load of the Independent Union! Hailing mostly from Asia and Mexico, these combat- 
ants bring a raw edge to the sport of wrestling They may not be as famous as the big names in 
the WCW or NWO, but they're worthy opponents, all! 


We Ninja 


The Ninja has speed on 
his side, but hes hurt 
easily by larger fight- 
ers Try this umgue 
trampleattack use a strong grapple, 
press 1 and then press A. 


Tha Trissa 


Dna of Shaolins 
attacks mixes a rope 
move with a submis- 

x sion hold use a strong 
grapple, then press bottom C When your 
foe bounces back near you, tap A. 


Tha LE 


Many of the You can use this control 
Independent Union sequence with most of 
and DDA wrestlers the wrestlers, but we 

share common liked the Claw’s version 


moves like this ona when your oppo- 
nent is face up on the mat, stand close 
tohis legs and press A. 


of this type of slam get a strong grapple, 
press Down and then B 


r r 

LEE 
If you use this Back flip * 
Pin at the right time, 
you may get a three- 
count fall out of it Get 
a strong grapple an your opponent press 
Up and then press B 


The Shaman isn'ta 
flashy fighter, but his j 
Overhead Slam works 
well When your 
Spirit Meter is fuil, get a strong grapple 
17 then prass the Contral Stick 


Master Fuji’s Flip 
Lock is different 
enough to warrant 


f you rein the nng and 
your opponent is on 
the apron, grapple with 


some attention Get him and then press 
a strong grapple on your opponent, bottom C All the wrestlers can pull off 
press Down and then press B this type of move 


The cold-hearied Glacmr is the Independent 
Union champ He may try to make a big splash 
| with some turnbuck- y 
Je dives, but ad 
won't fall fe 


Once Glacier is a 
pavan character, try 
is turnbuckle moves 
for yourself 
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Many of the wrestlers in the Dead Or Alive organization are former pit fighters and Death 
Match survivors. just because they ve gone “legit” in pro wrestling doesn’t mean they've 
lost their fighting edge, though. On the contrary, many of them like to think of themselves 


as “outlaws” In the spirit of the Old West 
1 
o 4 
Jumo Ja tin Bhs 
Kim Chee looks more like a sumo wrestler 


We like to call this simple attack the 
Lucky 7 Knee Slam, but you can just call than Sumo Jo does! if your opponent is 
face down on the mat, stand next to his 


tt brutal! Use a strong grapple on your 
ue * legs and press A for the Bone Gnnder 


opponent and then press A 

r TE + 
ZIEL ape prises) 
We don tknow what to cal tis one, 


The Flying Twist is another rope move 
but we like rt! When your Spirit Me ter is 


that’s near and dear to ourhearts—or, 
rather, Blackheart. Use a strong grapple, full, get a strong grapple on yaur oppo- 
nent end then press the Control Stick 


press bottom C and then press andhold A. 5 
b 2 
TELE DEM say 
You'll have a blast with Power Keg and 5 


Hannibal's Neck Brace ıs fresh varia- 

tion on the old choke hold. When your this move When your Spirit Meter is 
opponent is face up on the mat, stand full, gat a strong grapple on yaur oppo- 
nent and pressA 


near tis head and press A 


= 
ZL f 
Saladin ıs quite imposing, but he doesn’t 
have much stamina To unleash his Back 
Spinner, get a strong grapple on your 
foe from behind and then press B 


1 wes 
à Olin Ft 


2 Now this is the 
way to wrap up a 
present) When 
your opponent ıs face down on the 
mat, stand near hts legs and press A 
Could yau put your finger right here? 


s n 


You won't like being on 
Wrath’s many slams and spl 
just wait until the 
DOA chem 
playable | 


Ali Baba shares this move with others, 
including the Black Ninja For the 
Middle Eastern version of this take- 
down, get a strong grapple, press Up 
and then A. 


lers, 
iser and the d deadly 


= myn Bruiser 
receiving end of 
and crashes, but 


Speed lity 
serve ur 
bout a Wrath 
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| DOWNHILL SIDE) 


Forget the bouncy characters and happy 3-D settings of 
Snowboard Kids, because this game ıs really a vicious killer. The 
main action lulls you into complacency with three goofy-looking 
opponents who will stop at nothing to knock you out of con- 
tention using a wide assortment of silly weapons While you're 
boarding for vour life, you'll have to pull off staggering stunts to 
eam big prize money As if you don't have enough to worry 
about Combine this misadventure with skill rode, time 

= trials, three hidden 
courses and a rnultiplayer 
game, and you've got 
an action-packed, snow- 
boarding monster that’s not 
to be missed. 


After you choose your char- 
acter from five cartoonkids Inall, 12 boards are avail- 
at the beginning of the game, abie in the game, each with 
three otherracerslineupwith different attributes for 
you at the starting line speed and handling 


Snowboard Kids is no simple racer. Each of the three modes is linked by the prize money feature 
You can move between the different courses and events, winning money for new boards. 


BATTLE RACE 


The Battle face is the mam 
event You have to win the Gald 
Cup on each of the six courses 
before you can access the final 
‘three courses You canuse 
money on the courses to buy 
items from the Clown Shops 


com 
Tare = 


asa 


a From one to four boardin’ buddies can beat on each other in the 
seta lane Eii 


soe: 
CORNED = He ce 


RAK 
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SKILL GAME 


The skill events can take place 
on any of three courses except 
for the stunt event, which must 
take place on the half-pipe 
course The other two events 
are the fan race and the snow- 
man shooter race 


TIME ATTACK 


Time Attack races can be run 
on any Battle Race course that 
you've opened You'll race 
against a ghost of your best 
time if you have a Controller 
Pak inserted in the Controller 


multiplayer Battle Race mode. Choose any of the open Battle Race 
courses and let the fun begin With the screen split into two or 


four windows, the perspective 

shrinks down, so players with 
knowledge of the course 
have a definite advantage The 

strategy is to pick up coins and 

weapon items to use against 

your opponents while trying to 

maintain a lead This mode 
never gets old. 


In Battle Races, you 
always race against 
three other opponents. 
whether they are 
human- or computer- 
controlled. With four 
people playing, the 
actionis completely 
unpredictable 


Fl Even when you choose the 
two-player game, you'll find 
four characters lining up at 
the start 


Slash plays pranks on everyone, 
but he’s is a solid boarder, rat- 
ing two stars in each of the 
three skill categories: speed, 
cornering, and tricks, His 
special tricks include the Slash 
Spin (hold A, push Up, Down, 
Up and release A) and the Stash 
Banzai (hold A, push Left, Right, 
and release A.) * R 


Our Power Pro evaluations show that 
Slash turns ine average time on 
Gurugoru Mtn, on aleval one baard. 


On the difficult Dino Park course, 
Slash has the second bast time of 
all the racers on e level one board. 


The following highlights and tips for each Battle Race will 
help you win the Gold Cups in the one-player game while giv- 
ing you an edge in multiplayer matches By winning all the 
races, yau’ll be able to access the finat three courses and get 
special snowboards and a sixth character 


Definitely the easiest course in the 
game, Guruguru Mtn. is a great place 
to master such skills as getting a fast 
start (push the A Button on the “Go!” 
command.) and sliding into the ift 
gate at the bottom of the course, 
which can be very frustrating 
Guruguru 1s fairly wide, so turning 1s 
easy There are two good jumps for 
r performing tricks, as well Remember 
He calls himself the Trick 5 to pick up coins early so 
Master, but he’s worried that 3 you can buy items 
Nancy may be better at pulling a 

e special ee ee wie N f Pai The quick start is 
Jam the Amazing (hold A, press 5 essential When the 


Down, then rotate the Control 4 i. ieee P 
Stick 360 degrees twice, and 8 end N 
release A). jam the Great is tap the A Button 


much easier (hold A, push Left, * J The Clown Shona have 
n A 1 one item that will cost 
Right, Left, Right, and release A), > you 100 com units (Each 
gold coin ıs worth 100 
comunits. Tricks also 
earn you money} 


helft ne has anarrow 
opening in the middle of the 
fence Aim directly at it and 
stay clear of other racers 
who might get in your way 


in our test runs, Jam turned in the 
‘second slowest time on the first 


This course is long, but you have just 
two laps to get into the lead With all 
the items that are sure to be flying 
through the arr, that’s no easy task. 
The difficulty isn’t much greater than 
Guruguru Mountain, but you have to 
watch out for obstacles as well as 
enemies When you see an exclama” 
tion point appear, make a sharp turn 
or hop to avoid an 
incoming attack, 


This section of 
the course winds 
through the trees 
Stay to the left 
I Side to take the 
i] shortest route. 


The long path along 
the rim of the cliff 


This corner is fairly 
tight You'll have to 


Everyone loves Nancy's tech- 


make avery shar} can be dangerous 0 
tum A good tnng Stay to the right to mae: She's the best, not to 
board and character avoid slipping off and mention the friendliest snow- 


won't hurt, either losing precious time 


boarder in the village. Although 
Nancy rates only one star for 
speed, you can improve that 
weakness with a faster board. 
Her turning and trick attributes 
each rank high with three stars. 


You'll find more variation on this 
course than in the previous two 
courses, but it's still pretty tame 
Watch out for the snowmen who 
shoot ice balls You can avoid their Bi 
shots by staying to the far left You ù 
must also dodge the penguins near p 
the top of the course, but that’s easy ` 


The jumps are straight and give you à 
plenty of time to pull off 

Y 
some great stunts. 


iat 3 


Nancy didn't deliver im our triata, but 
apead isn't tha onty conaider: 
a her on tight and winding courses. 


Two sec tions of the 

track are bombarded 
by giant boulders Stay 
to the mside or left 

side of the course in 
either case to avoid 
being flattened 


This areahas sharp 
stones poking up 
through the snowin a 
turn Begin on the 
inside and slide out- 
side past the second 
tolast stone 


Caursa six also saw Nancy in laat 
place an alevel-ana board. Try her 
on a Star Board later in the gama. 


Y 
narrow tunnel. Hit it squarely. 
from the middle of the track 
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Gn the first course, Linde tool 
second ploce with a 9.35:13 time 
on e level-one-hoerd. 


Linde hiezed to the fastest time 
on Dino Porh ie 2 03:53, beeting 
the closest competitor by elmoet 
two seconds. 
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NIGHT HIGHWAY 31 


Prepare yourself for a greater chal- 
lenge. The Night Highway course 
may look beautiful as it sparkles in 
the chilly night, but it’s full of ugly 
turns and jumps and shortcuts that 
could scare off a gargoyle. There's 
a fot to explore here, so a kid with 
good tiring control ıs your best 
bet when starting out Later, yon 

can use a speedsier 


2 


Right after the 
fence with 

Nga nch you'll 
Ind a shortcut on 
the right side Duck 
in the narrow 
opening to cut off 
aloapin the track 


If you fall inte the 
river, take the 
shortcut tunnel 
just ta the right of 
where you are 
placed back an the 
course It's a fast, 
wild ride 


on the left side of the 
course, just before the 
sign that says iN, theres 
a final shortcut Youhave 
to be gang slow, then hap 
to reach it 


3 laps/ 1, 490m Li 


Grass Valley ts the first of the unusual Stay on the mam course 


boarding courses For one thing, this course the aht path) ta avoid 
ha z ts Thes e Ned the treacherous walk- 
as no snow on ıt The slopes are covered ways and gaps along the 


with slick, green grass As far as game controi left shortcut. 
goes, you won't notice much difference from 
snowy courses The shortcuts in this stage are 
more trouble than they're worth, especially 
15 top shortcut We 1 giving SARL 

oth shortcuts a miss Computer oppo- 
nents will never take any shortcut 


At this Yin the 
track, choose the 
left branch ta avoid 
the deep and dan- 
gerous pits along 
the right trail. 


Jump and do 
atrick ta 
clear the 
Stop sign and 
teach this 
shortcut. 


The Dino Park course is laid out on 
snow, mostly, but you'll also board 
over the teacup ride and down a swift 
river before you reach the finish line. 
Jumps are limited and often unmarked, 
so your have to know this course like 
the back of your board to earn money is tent, 
by doing $ stunts. Don't miss the short. hang close to the inside 


3 corner, or the left side, to avoid sl 8 
E right before you reach the dinos night side A maneuverable character can 1417 you on ii 
It's on the left side. 


When you reach 
the teacup ride, 
stay far to the left 
along the railing 
You'll come out of 
the area perfectly 
lined up for the 
next stretch 


lf you perform a 
trick on the jump 
before the big 
gap near the end 
of the course, 
you wan't clear 
the gap 


ing the Fatty M: (Hold 4 
Up, then rofate 360 
once, hold Up, and release A) 


if you win all six of these races, you'll eam a pass that takes you 
to a seventh course, Quicksand Valley, which 1s full of pyramids 
and shifting sands Win that race to open up Silver Mountain 
a foggy course with limited visibility. If you win that race, as well, 
you'll reach Mt Fuji with its nine taps 

You'll earn enough money to 


get the Star Board- the ultr 
mate in speed and control 


The blossom- 
ing slopes of 
Mt Fuji may 
be only a two- 
star challenge, 
but nine laps is 
a marathon. 


TRICKS ARE FOR KIDS ` 1 


Snowboard Kids packs a lot of fun and variety into what appears on the surface to be 1 eee 
a simple game The more you play it, though, the more depth you'll find Special tricks third with e time of 2.06:70. 


are listed in the manual, but they're very difficult to master But more than any other 
feature, the multiplayer game will keep the dust off of this Pak F 
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ONE FOR THE SHOW 


THE ANNUAL NINTENDO EXPO at 
Makuhart Messe near Tokyo was trans- 
formed this year into a dual-purpose event. 
The latest N64 games and products were 
introduced to the gaming universe, but in 
addition to this the show 
served as a Pocket Monsters 
convention for hordes of 
avid PM fans. Some of the 
products, as you’re about 
to see, combined the 
N64 with the Pocket 
Monsters phenomenon 
in unique ways. 

Mr Yamauchi, the 
president of Nintendo Co. 
Ltd, addressed the show 
goers on the first day, 
speaking about future directions of gaming in 
Japan and the rest of the world. “The future mar- 
ket for games will be quite different from the past 


O Do power 


Over 240,000 gamers showed up for Space World 


Pocket Monsters and Tamagotchi are good 
examples of products that emphasize four impor- 
tant new aspects of game play: nurturing, trading, 
collecting, and adding. Addition 1s an important 
element for the Nintendo 64 Disk Drive The idea 
of ‘addition’ is to provide users with opportunities 
to enjoy the same game for a longer period After 
we have introduced a Nintendo 64 Disk Drive 
title, users will be able to add new bonus games, 
characters and follow-on games ” The concept of 
games that never end may sound pie-in-the-sky, 
but it’s on its way in 1998, along with 
other surprises. 


EDA R 


WHICH WAY TO GO? 
was not a question for 
us at Space World— 
we went straight for 
Zelda 64! The biggest 
surprise in Zelda 64 
was the presence of a 
targeting system for 
battles. By pressing 
the Z button, a tar- 
geting box appears 

on the enemy, sort 

of like the lock-on target in StarFox 64 We were 
also blown away by the use of animated cinema 
scenes. When you first meet a boss character such 
as Ghoma, Stalfos or the the giant Dodongo, the 
camera dramatically pans around the scene, or it 
may even take the monster’s viewpoint, before 
shifting behind Link for the battle. When we 
weren't fighting, we explored a village and a 
dungeon and learned to ride the horse in a prac- 
tice field with jumps. Link's horse can walk, trot 
and gallop, but when you whip the steed to gain 
momentum, tt consumes the row of carrots, which 
is the meter for horse energy. Once you whip up 
a good head of steam, the horse can jump over 
obstacles. As a pedestrian in town, Link 1s greeted 
by Hyrulians everywhere he goes. The good 
citizens actually call out, “Konnichiwa!” or 
“hello” in Japanese. (We expect the English 
version to have a different greeting.) We found 
that play controf was intuitive and refined The 
analog Control Stick is used for walking or 
running while the A Button and right, left, and 
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bottom C Buttons are for weapons and items The 
Button operates your shield and the B Button 
activates special actions such as climbing or 
jumping Your inventory sub-menu pops up when 
you push Start From the inventory, you can 
change your armor or use items. Since the game 
isn’t complete yet, some of these things may 
change, but the sheer amount of control players 
have makes Link the most versatile hero ever 


ZELDA THE 
MOVIE 

Mr Miyamoto’s hope 
is that players will 
find Zelda 64 totally 
immersive, like no 
game before. Part of 
that feeling is accom- 
plished by cinematic techniques inspired by 
movies. At the very beginning of the game, a 
dramatic sequence plays out in a pounding thun- 
der storm Link, outside the gate of Hyrule Castle, 
witnesses Zelda fleeing on horseback, followed a 
short while later by an evil figure that can only be 
Gannondorf, the king of thieves. Later, when 
exploring a shadowy dungeon, 
Link opens a treasure chest As 
the lid falls back, light pours out, 
bathing the scene in a golden 
glow. You can even do some 
directing of your own using the 
top C Button. It seems that Zelda 
64 has ıt all, lights, cameras, 
and action, 
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YOSHI'S STORY and F-Zero X also grabbed 
serious game time from your Power reporters You 
can read more about each game in its respective 
preview in this issue Yoshi's Story had just been 
finished before the show. It promises to be a very 
special game, combining playful, prerendered art 
with captivating exploration and puzzle-solving 
action. F-Zero X floored us with its speed 
and smoothness, not to mention the 
many cars and racers. Yoshi is 
due for release in 
early March in North 
Amenica, while F-Zero X 
will follow later in 1998 


PARTY ON 64 
The biggest surprises at 
Space World were 1080 
| Snowboarding (which 1s 
also covered in this 
month’s Pak Watch) 
and some very cool 
Nintendo 64 Disk 
Drive products An- 
other title that has been 
quietly in develop- 
ment at Nintendo 

and Left Field . 
productions is NBA 

Courtside, which is covered in 
this month's bonus preview 
section. Five complete stages of 
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$ Banjo-Kazooie 
showed that 
B-K has come 
a long way since we previewed the game last fall 
Third party publishers also showed upcoming 
games in playable and video for- 
mats Imagineer featured SimCity 
2000 for the N64, which is based 
on the computer game ASCIt’s 
Aerogauge, a futuristic racer, 


first look at Konami's GAS P—a 
good-looking, 3-D tournament 


which may be a Natsume release 
in North America, was also 
playable at the show. Namco's Family Stadium 
Baseball was a hit, and the oddball game, Denryu 
tra Ira bou, in which you have to guide a rod 
through an electrified maze, attracted a following, 


AT SPACE WORLD, we 
saw for the first time 
just how the read/write 
capability of the 64DD 
can be used, and its very 
cool. Talent Maker, Polygon 

Maker and Picture Maker are 
three separate programs that allow artists to create 
3-D models, pictures and animation (A fourth 
program in the Mario Artist series called Sound 
Maker is also in development.) Talent Maker lets 
you modify 3-D characters for use in various 
animations and games An N64 mouse is used to 
create precision changes to existing models 
Artists will find a library of features such as eyes 
and noses You can stretch and shrink body parts, 
as well In Polygon Maker, you create actual 3-D 
models like the jet fighter shown here By 
combining and shaping polygon primitives, such 
as squares, you can create virtually anything The 
final program, Picture Maker, is a powerful paint 
program Mario Artists won't be limited to using 
their imaginations, either, because they will be 
able to import video images from any video 
source, such as a video camera or VCR, using a 
plug-in Pak, 


From a simple cube you'll 
be able to build a jet 
using Polygon Makar. 


RIO ARI 


Animate 3-D characters of your own 
design You ean even put the character in 
agame that’s included n Talent Maker 


FUN MAKER 


The coolest part of these programs 
is that you will be able to 
customize future games in amaz- 
ing ways. For one thing, you'll be 
able to use the art created in one 
Mario Artist program in any of the 
other programs, swapping data 
back and forth. You'll be able to 


create 3-D models, paint 
the models with textures 
created from video images 
and modified in Picture 
Maker, then anmate the 
models in scenes or use 
them as custom imports in 
games. Mr Miyamoto men- 
tioned a specific example 
of this 
players will be able to cre- 
ate a sign or image that 
they put on a building in 
their city.” Other examples 
could include painting 


vehicles in a game or creating a new face 
for a character If you use a video image of 
yourself, you'll be able to become the star 


of your favorite game. 


in SimCity 64, 


The dinosaur above hails from Craator, a paint 


0 


‘ogram from Software Creations As i Super NES 
lario Paint, you can play a flyswatting game in Mano 


Artist. but this time its in- Ul 
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THERE'S ALMOST no comparison 
m North American gaming to the 
incredible success of Pocket 
Monsters in Japan. At Space World, 
Nintendo gave away the 151st 
monster, a little guy named Myuu, 
to well over one hundred thousand 
PM fanatics. The new gold and 
silver Pocket Monster games 
were introduced, as well. 
Huge 


news in 


Two new Pocket Monsters 
game—the Silver and Gold 
editions—were troduced 
in Japan 


Power:' 


Miyamoto: 


POCKET MONSTERS 


Japan, but what does it matter to us? For one 
thing, Mr. Yamauchi announced that the 
collectible, tradeable Pocket Monsters would 
arrive in North America tn the fall of ‘98. He also 
indicated that the games would be customized for 
western markets, a process that should include 
new art for many of the monsters That's just the 
beginning. 


OUT OF THE POCKET 
With the Nintendo 64 Disk Drive, Pocket 
Monsters will enter that new realm of gaming 
described by Mr. Yamaucht and 
Mr. Miyamoto as 
emphasizing nurturing, 
trading, adding and 
collecting Pocket 
Monsters Stadium 
for the Nintendo 64 
Disk Drive uses an 
adapter to link a 
Game Boy Pocket 
Monsters Game Pak 
to the N64 Controller. 


£ 


Power: 
MIYAMOTO: 


Power: 
Miyamoto”. 


Power: 
Miyamoto: 


Power: 


MIYAMOTO: 
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From there, monster data 1s downloaded to the 
Nintendo 64 Disk Drive game. Once your 
monster is in Pocket Monsters Stadium, you'll see 
it in a colorfully rendered, 3-D form, and you'll be 
able to enter it in a battle tournament against your 
friends’ favorite monsters If you want to transfer 
the monster back to the Game Boy for more train- 
ing and RPG play, you can do that, too. 


BAG A MONSTER 

The second Nintendo 64 Disk Drive Pocket 
Monsters game takes you into a 3-D world alive 
with monsters from the PM universe The object is 
to hunt down all the monsters and shoot 
them .with a camera After all, you wouldn’t want 
to hurt an innocent monster Since many monsters 
tend to be shy in the wild, virtual photographers 
may have to lure them into the open with bait and 


r 


in Pocket Monsters Stadium, 
players import a couple of 
monsters fram the Game Boy 
versions af Packet Monsters 
and watch them fight n full 
color 3-D animation 


snacks Once a monster is visible, players snap 
off several shots then save the best ones in a 
Pocket Monsters photo album 


MONSTER LULLABY 
This one ts really out there. An N64 
product called Pikachu Genkidechu for 
the Japanese market allows players to 
give Pocket Monsters verbal commands 
A special microphone plugs into an N64 
controller slot, and the game uses voice 
recognition to interpret what the player 
says In turn, the monster will 
react to your commands, display- 
ing appropriate emotions on its 
cute little monster face 

Space World demonstrat- 
ed that, in the near future, not 
only will we trade and 
upgrade game data, we'll 
design courses, add art and 
talk to characters directly 
Much of that future vision of 


gaming depends on the Say "cheese Th. 


goal of Packet 


unique read/write capability of the e Shai 
Nintendo 64 Disk Drive, and Game Boy's tamake aphato 
ability to transfer data makes it an integral album that includes 
part of the N64 gaming picture The future Ricans. 


is upon us, and 
a little monster 
shall show us 

the way. 
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Football Follies 

It's January again, and this is the time of year when our 
thoughts turn to-you guessed it-the Superbowl! What better 
way to commemorate this yearly milestone than with some 
terrific codes for NFL. Quarterback Club ’98? If you're a sub- 
scriber, you'll notice that some QB codes are included in our 
Members Only special feature. We did make sure, however, 
to reserve a few choice QB codes for the faithful here at 
Classified Info! 


Hidden Tesms 


To activate the Accleim and 
iguane squede, ent 
“STNTXTM” on the Eeter 
Cheat screen. You'll heer a 
tone if any code is entered 
correctly. 


Pump You Up! 


To transform your players Ces p 

Irom girly-mee to real men, | l 

ester "RNLDSWZNGR” on the eee 

Ener i your \ Á 
loyere will ha much etronger Nee 

then heforb. =e nn 


It your offense seeds alittle 
breah, enter “DWNDRY" oe 
the Enter Cheat screen. Thie 
cade will give you extra 
dowes. 


mne: | 


Turn and Burn 

if you like these Rush codes, turn to our special Members 
‘Only section for more. If you're not a subscriber (sbame, 
shame!), don’t worry; we'll have even more next issue. Note: 
the Burning Car and Size codes are entered on the Car Select 
screen, while the Disable code is entered on the Setup 
screen. Repeat the Size code to switch between small, medi- 
um (normal) and large cars. You can use either the Control 
Pad or the Control Stick to enter the Disable code. 


Burning Car 


Hold top C end press 2 four 
times, This will change your 
car into s burnt-out hulh. tit 
mey looh horrible. but it will 
still go!) Repeat the code to 
chenge the oar beck. 


Chenge Size 


To chenge your car's size, 
ress end hold bottom C end 
top C ie thet order. Release 
both buttons. Now press end 
hold top C end bottom Cin thet 
order. Release both buttons. 


Disable Collisions 


To disable collisioes, press 
Left, and then press and hold 
Right end right C in that order. 
Release both buttons Now 
press top C, left C, bottom C 
and Z. A hus icon will appeer if 
you enter the code correctly. 


“Football B4 N 


Hidden Teem 

| No Madden game would be complete without a cool hidden 
team code at the very least. To enable the ultra-powerful 

d Tiburon team, first enter the Season mode, choose “Front 
Office” and then select “Create Player.” Enter “Tiburon” as 
the player name. Save the player and exit. The Tiburons will 
now be available in the Exhibition mode. They'll be more 
than a match for any squad out there! 


L 
= 

d 

4 

p 

p This teem is eveileble in The Tiburons will run sings 
Exhibitios mode only end cent eround loi just run overl} eny 
he seved to e Controller Pek, oppeeente. 
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Crazy Cera 

If you're a true Gear-head, then you'll love this tasty bit of 
insider info. To activate the Milk Truck, complete the entire 
first year of the Championship mode. If that little moo-ver 
isn’t fast enough for you, then complete two full years (two 
six-season circuits) in the Championship mode to enable the 
Helmet Car. Both cars are front-engined with rear wheel 
drive and are rated “11” in acceleration and top speed. 


Lookieg for e new ride? You'll 
heve to eere it! 


Thie heby hendles smooth~ 
smooth like huttehl 


So 


(ORF. 


in our files, but we wondered in print if there were any more 
to be had. Well, our faith was well rewarded with several 
sweet surprises from our pals at Midway. We've uncovered 
several hidden Mace characters over the last couple of 
issues, and our code hunters have also bagged a whole herd 
of special moves for them, which we'll reveal starting next 
issue. In the meantime, see if you can figure out any of their 
moves on your own! 


To play as Ned, go te the 
Cherecter sect screen esd 


Hidden Surprises ~ 
We told you last issue that we had just one more Mace code 


ress 8 
ng es yosr cherecter. 


Wer Mech & Ichiro 


This code is e two-fer! Dn the 
Copyright screes, rotete the 
Costrol Ped ceunter-clock- 
wise satil you heer e tune. 
Wai Mech end Ichiro will 
now he on the Chatecter 
Select ecreeo. 


2-Player Practice 


Plag in two controllers. On the 
Title screen, prees Stert on 
beth centrollere simultene- 
ouely. Now two pleyers will 
be eble to enter the Prectica 
mode end spei egeiast 

eech ether. 


Golf Course Arene 


Te hold your battle on e gelf 
coarse, go to the Cherecter 
Select screen, highlight 
Koyashe, press Stest, highlight 
Kull, press Stert, highlight 
Tekeshi end press Ster i. 
Choose cheracters ee normel. 


Sr 
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we say more? 
Boogerman 


To activata Boogarman, go to 
tha Charactar Salact screen, 
hold tha L Batton end presa 
Up, Right, Down, Left, Right 
and Laft oa the Cantrol Pad. 


#  Plaming Fart 


| To unlaash thia, ar unique 
fatolity, stand at swnap dis- 
tanca and press Down, Down, 
Back, Back, Toward, Toward 
and tha R Button. This muat ha 
an to ha balieved! 


Toiletelity 


Ta bring a rain af porealain tar- 
ror down on yoar oppanent, 


e 
, 4 stand at swnap distanca and 
gr Down, Down, Back, 
jack and Fair Punch, 
d 
8 


Falling Squieh 


Stand clasa {hut not next) to 
pe opponent and prass 

own, Toward, Down and that 
Buttan. Not tarribly spectecu- 
lar, but affactive, nonethalass. 


* 

d 

1 

š Squeeze Cheese 
Stand cloaa ta your opponaat 
vee and prass Down, Down, Down 

» ad the R Button to exacuta 

‘this squeaza play. 


1 
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Qlayfighter 63 ½. Boogerman as a playable character, The 
patented Flaming Fart. The ever-so-delicate Toiletality. Need 
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Hidden Pilots 

if none of the default pilots is turning out to be Top Gun 
material, give these two a try, To activate Mao Mao and his 
F-15) Eagle, press left C, bottom C, right C, top C, left C, 
tight C and bottom C on the main menu, (He'll also appear 
if you continue a game three times on the Tokyo stage.) To 
activate Spanky the Dolphin and his X-29A, you must com- 
plete all the bonus stages, 


GAME MIDE 


Enter tha Mao Mao code an 


Tha F-15J ia effective against 


tha mein manu. land and eir opponants. 
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Psychedelic Cycling 

We're beginning to wonder if there’s any end to the trick 
names in Extreme G! To enable unlimited weapons, enter 
“arsenal” as your name. Press the Fire button at any time 
during a race to call for special weapons, To make your tires 
and/or the tracks very slippery, enter “banana” as your 
name, To have unlimited super turbo boosts, enter “nitroid” 
as your name. 


Many of thesa namas can ba Tha sapar turbo baosts caa 
asad togethar. Just antar moka for quita a racing axperi- 
tham ona aftar tha othar. ancal 
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Into the Twilight Zone? To help you prolong the inevitable in Robotron 64, try these 
Here’s one that came to us via e-mail. To see a fun cinema super weapon codes on for size. At any time during play, 
a scene, first enter “VORTEX” as your name and press “OK” press Up, top C, Up and top C to activate a double laser, To 
to confirm it. Now press and hold the Reset Button on your _ switch to a triple laser, press Right, Right, left C and bottom 
N64, The scene will repeat after several seconds, C. If you're really in dire straits, press Down, Down, Up and 
right C. You'll activate the triple laser and you'll leave 
behind a glowing trail that will destroy almost any enemy 
that touches it. Each super weapon will last for only a few g 
seconds at a time. ( 
= 
= 
— it will take several seconde “You're entering e dimensice 
— for the ecene to begin. of sight and ed. 
rd 
Ser Ara d 
— Cs * Oy e b Uee the Control Pad [not the The etfect will lest only e few 


etick) to enter @ code. seconds. so meke it cot. 


pm 
Here’s something we just stumbled across one day, tn multi- ¢ 
player Live and Let Die mode, try shooting ammo boxes with . ~SECRETOF MANA / 
bullets. They won't blow up, as you might expect. In fact, a f 


few of them will split into two ammo boxes? 

Code Hunter Corner: Ornery Orbs 

Some players have been having trouble with the Sword Orb 
trick for Secret of Mana we printed in Volume 102. As we 
mentioned, using the Neko save point near the tce Country 
can scramble or erase your game file, and that’s why we rec- 
ommended using an empty file, What we didn’t mention is 
that using this point can also cause your game to freeze. If 
this happens, you can reset and try again. Be warned, 
though; in some cases, this trick may not work at all. 


. This trick worke jaet witk bul- The extre boxee will regener- 
lets oad not explosives, ate etter yos collect them. 


If you have an awesome trick, password or code for our Classified Information pl he tL ora a 


files, drop us a line at the address at the right, For access to even more cool codes P.O. Bon 97033 
and tips, check out Nintendo's official web site at www.nintendo.com. Redmond WR 
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98073-9733 
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a wonderfully weird Sha wet puzzler that IPs like a 


Splash! Dive into our preview of this game 


PLAVINGONA 
RAINY DAY 

Created ‘by. ZA dadil ER Aal Sind. füße dy. 
tean BM Aneti weren de daten 
ane Ho Nintento te The 

— gif yout at parceli- , nd. 


* ape “The Jonte v skerp stater ch thes pki 


Feld, the mote porns oct om 


THE GATH ERING 
CLOUDS. 


WW start; Wetrly. witha flat; squate:of l. . As the 
7 game beg, random blocks will “tall Wont thë sky; 
r You need to'piere the blocks fogethor fo en 
enclosed square areas to hold water: if yoy semen 
ber playing Rampart, you'll récall building fotriss! 
walls with puzzle pieces have 10 do the sanie 
thing in Wetrix, but your object is th build pore. and 
dams and piepare for the eA i 


THE DELUGE 


Whether you're ready or nut, the Wett rains will 
arrive and tumble dawn across your landscape. You 
must dg your best to direct the mall and large tar 
ef water 

inta the Jakes, 
[rivers and 
nyons.. you've 
eréated with ine 
blocks. slore 
o pave 10 
control. oper 
How much water 


falls, youll haye 


point, the rivers. 


ove Fall urs Arbing 10 Jeep Dinar r 


the Wee Ne e 


ta do your best tu in 

your luck holds on ng enou Wr g ihis ' A 
arrive 8 tu, 4 i 

can repair any 


damage caused 
by the heavy, 
rains, As- the 
table exceeds 
the’ saturation: 


and_lakes will 
overrun their 
banks,’ and the excess water will drain ff the Wale 
and fill a beaker on the side ofthe seréen. wk: ig 
wiil end when the | beaker 5 full. 


ee AND 4CE 


ee “Blopks ener 


3 
playing surfac and-drain the watan, fem 
andstape, Firrballs e great sor MN Wiel 
tikes or Qvaporsting.large wetlands) Fireballs, 
will ho “tower de waten In Neu- bl, 
bahn 5 timè. 10 continue playing fü the. 


It youre nat sure if you've got pruo piace 
lines up fore drop, you can usa the C Buttons 
te apis or — Wetrix’s isomotric playing tieki. 


HEAD ron tie 
HIGH GROUND. > 


Ayè sM töd tary to speculate eip 
efor Wettix, but the versjon Ver} 
yo Mayer stode. Tutk be fold, 


q 
‘stilt incomplete, we couldn't tusréthe i 
dat that purz lo fahs will beplayinpahi r t 
amore than forty:diye and férty-pighig $ 
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avit cowe RNR E 
THE CORNER | | A 


| You've blazed and blasted yar TF q ‘ 
> he deep behind Deer) b . À 6 A 
JUS to to Find yourself low. y 

oh ammo ahd clues Mile 
Take a breather— 
and x aim af 

/ 9 bps 
HT DORM =) and Secrets, 
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MS y -i Nintendo Power Volume 102 featured secrets and etretegies for three of the toughest 
eorly levels in Duke Nukem 64. While this helped gomers get midwey through the geme, 
NX we knew thet sooner or leter most hardcore pleyers would run into e jam or two before they 


reeched the finel bettle. With this in mind, we wanted to provide some edditionel strategies on 

= the finel steges, including e tip or two for reaching Aree 51, one of the 

grooviest—if not the toughest—secret levels in the entire geome. So loed 
up ond get reedy to rock! 
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DUKE NUKEM 64 D 


All aboard for the Gamma Transport, the tarror train bound for carnega 
and chsos. Tha trick to surviving this level is to use las ar trip wires end 
pipa bombs to lay traps and claar out tha enemies ahaad of and behind 
you, without stumbling into tha explosive traps ond ambushas the alians 
have hidden throughout the complex. Unfortunataly, thare is only one 
way to complata tha level, so, like the anamiee, know your timetable as 
well as they know the schadula for tha 5:15 commuter express, they'll be 
waiting to maat you at every stop along your joumey. 


t9 OGNILNIN 


a AMMO 

a WEAPONS 
HEALTH 

e ITEMS 

e@ SECRETS 

„ BABES W E 
a ATOMIC HEALTH 


This prisoner is being 
used as bait to draw you into a 
nasty ambush, She's immune to 
grenades, so use a few to clear 
out the room before you walk in 
here and save the day. 


Nothing foils a trap or 
ambush like a good counter- f 
trap. Set a few laser trip wires 
in the hallway before you 
venture farther into this sec- 
on of the maze. A couple of 
aliens will try to sneak up 
behind you, but they'll never make it past the explo- 
sives you've left to cover your tracks. 


Increase your hit points 
by picking up the two Atomic 
Health power-ups hidden 
behind the security monitor at 
the hallway intersection. If you 
turn around to the left, you'll 
see a button near the corridor ceiling. 
Shoot the button to open a hidden eleva- 
tor door, Dispatch the alien and ride the 
elevator up to a secret control room 
where you can save another prisoner. 


f If you push 

against the walls 
where you found the 
Holoduke,  yow'll 
stumble into a roam 
with an elevator, Be 
ready for action 
when the elevator 
doors slide open—there’s an alien wait- 
ing in the corridor. Drop a pipe bomb or 
two into the water tanks,to discourage 
the foes gathering on the main floor. 


You need the Yellow Key Card to 
use the Beta Transport. This means the 
aliens know you'll be boarding the Alpha 
Transport first. Clear out the car and use 
your grenade launcher on the truculent 
toadies waiting at the end of the line. r 


(48) 


Sprint for the 
Yellow Key Card and col- 
lect all of the other items 
in the alcove the moment 
you enter this chamber. As 
you turn around, a half 
dozen wall panels will 
open and slimy creatures 
will leap out at you. Use 
your shotgun to dispatch 
the aliens, then edge your 
way to the door in the cor- 
ner. Behind the door you'll 
find a massive monster _ 
armed with a shrinker ang 5 
some razor-sharp claws, 2i A À 
As you flee from the beast, 
drop and detonate pipe 
bombs bebind you. You 
won't be able to leave the 1 
area until you defeat him. 


Aliens are waiting to ambush you at the end af the 
line. You can derail their plans by delivering a remote con- 
trol bomb. Throw a pipe bomb on the Beta Transport, then 
watch the security monitor as the train arrives at the other 
station. Detonate the bomb when the doors — 


n 


After you deactivate the force field, you'll have a choice between exiting the stage 
at the bottom of the crater and opening up a passage that leads to Lunatic Fringe, one of 
secret stages in the game. Either way you'll have to step into the black monolith. There 


you'll find the normal stage exit at the bot- 
tom of the pool. To find the secret passage, 
lock for a crack in the upper wall as soon as 
you step through the monolith. Use a pipe 
bomb to blast open the hole. Run and leap 
up through the opening, then hit the self- 
destruct button. You'll find the strategies for 
completing Lunatic Fringe on the next page. 
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8 You'll stumble 
into a secret area halfway 
along the Befa Transport 
tracks. To find it, lean out of 
the door as the train rum- 
bles through the tunnel. 
You'll jump off the trans- 
port as it passes the open 
hole. Inside you'll find two 
Atomic Health power-ups. 


This broad crater 
is swarming with explosive 
homing drones. The trick 
to defeating them is to lure 
them into chasing you 
around the crater wall, As 
you run, spin around and 
blast them with your guns. 
As long as you keep moving, you'll be able to wipe 
out all of them without — a hit. 


10 There’s a heavily- 


armed monster waiting to 
duke it out the moment you 
deactivate the force field in 
front of him. You can take 
this guy out without a fight if 
you roll pipe bombs up 
against the energy barrier. 
Projectiles can’t pass through 
force fields, but the explosive 
power of the pipe bomb will 
always blast a target. 


DUKE NUKEM 64 D 


Bleeting everything in Lunetic Fringe won't buy 

vou e ticket to the next level. The solution to 
thie bewildering etoge ie locked ewey in the mid- 4 
dle of the centrel core. het you see inside the core 
doesn't necessarily reflect reslity, so don't believe 4 
your eyee—unlees you see e huge alien pointing e 
messive ertillery piece ət your heed. F 


#9 ON 


Dispatch the aliens that attack you at the stage entrance, 
then shoot the four buttons on the walls around the chamber. 
Pressing the four buttons will open the core, but it will also 
release every enemy onto the main floor. of the stage. This 
strategy sounds suicidal, but it’s easier to solve the stage puz- 
zle and find the exit after you defeat all of the enemies. 


There are two 
tough aliens inside the 
core. Standing toe-to- 
toe and duking it out 
with these armored 
beasts will result in 
nothing but grief and 
frustration. The trick is to stand on the ledge of the core window and lob 
pipe bombs and grenades down on them. You'll find it easier to clean out the 
remaining pockets of resistance inside the core aiter these seedy characters 
have been eradicated. . . K aT 
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press the button and glance out the window, you'll see an open passage leading 
out of the level. but if you walk around the corner, you'll see a solid wall and 2 
big map. What's going on 
here? Think of cach core 
window as a rearview mir- 
tor, What you're seeing is 
on the opposite side of the 
core. You'll find that the 
exit is on the other side. 


7 It tekee only 
one mieteke in 
Flood Zone to eend 
you to your watery greve. The 
twieting pesseges end eunken 
streets in this helf-submerged 
city will teke your breeth 
ewey—permenently. If you 
find youreelf constently end- 
ing up es fish food, remember 
thie Nukem fishing fect: one or 
two pipe bombs will fillet the 
catch of the dey. 
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Don't go diving off into the ABOVE WATER 

depths until you rescue the woman 
trapped on the rock 
above the falls. Leap off 
the ledge and swim up 
the stream, then tum 
around and let the cur- 
rent push you back to 
the rock. 


This secret area is 
tough to find, even if you're 
wearing night vision goggles. 
As soon as you leap off the 
falls, look for the strands of 
seaweed on the wall oppo- 
site the submerged office 
building. Place a pipe bomb 
or two against the wall to 
open the hole, then swim in 
and collect the scuba equip- 
ment, missiles and assorted 
ammunition, 


UNOER WATER 


High above these 
ledges you'll find the Blue Key 
Card and and a hidden alcove 
containing missiles. Stand 
where you found the card 
and tum into the wall lo find 
the heat seeking missiles. If 
you keep climbing you'll end 
up on Flood Zone's lethal 
rooftop level. men 
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Use the missile launcher or 
|. other explosive devices to take out 

the high flying hot shot and his 
| fancy jet fighter. If the alien closes 
in before you shoot him down, 
switch over to your pipe bombs 
and leave a trail of fiery shrapnel 
along your escape route. After 
you ve smoked the jet, leap off the | 
f roof and land on top of the flashing 
electric sign. Here you'll find an 

Atomic Health power-up and 
another prisoner. 


If you guessed that 
f this is an elevator shaft, 
| you're exactly right. But 
you'll run out of air if you 
| wait around for a lift. The 
| only way to the top floor 
of this building is to swim 
up the elevator shaft. Keep 
your shotgun or pistol ready—aiter you reach the top, 
you'll crash the extraterrestriat party currently underway 
in the penthouse suite. 


* 5 — e e eee eee 


There's a ton of 

trouble waiting for you 

| beneath the surface of this 
| dark water. Don’t jump in 
until you scatter a cluster 
of grenades across the pool 
and clear out the baddies 
Turia In the depths, 


%0 l l 

i If you detonated 44 2 

| grenades or pipe bombs to LE È F 
clear out the pool, you \ E ; 


| won't have to fight your 
Way to the elevator shaft 
| that leads to the room 
| with the Yellow Key Card. | 
| If you're having problems 
finding your way, see the | 


big picture by activating \ — 
your night vision goggles. / 
Your machine gun will ~ j 
clear out the enemies in 17 — i 
your way. 4 0 i Sh 
hand lens ECH 


start of the stage. 


Once you get the Yellow Key Card you can tum 
around and swim back up — the . or, if 
you find yourself short of 
breath, swim behind the 
red curtains. Inside you'll 
find a tunnel leading up 
fo an air pocket and a 
teleporter. The teleporter 
will take you back to the 


© Use the Yellow Key Card 
on the door inside the white 
office building. The door opens 
onto a stairway leading to the 
roof. Load up on ammo and 
items, then watch your back— 
there’s a flying jet jockey waiting 
for you to grab the Atomic Health power-up above the 
stairway door. Nab the power-up, then spin around and 
fire a spread of missiles. Replenish your health by pick- 
ing up the second Atomic Health power-up out on the 
building ledge. 


D After you've 


cleared the roof, go back 


swim into the basement. 
Shoot the button on the 
wall, then swim through | 
the open door. You'll | 
find the Red Key Card 
Lema dip red neon iat across Alt street. 


® If you haven't — 3 


guessed already, there’s 
a final jet jockey wait- 
ing for you to walk to 
the Red Key Card door. 
Blast him, replenish 
your energy, then stock 
up for one last battie 
A the rooftop storage room, 


This might be a hard hat 
area, but Body Armor is the 
required attire when you re cleaving 
out the construction site. The sign is 
actually a lever—stand in front of it 
and open it like a door. You'll find an 
open panel on the other side of the 
crate, This open box is the last 
secret place in this stage. 


The Movie Set etege ie e big fork in the roed: depend- 
ing on where you go in the etege you'll either end up in 

Rebid Treneit, the 26th level in Duke Nukem 64, or you'll find 
your wey to Aree 51, arguably one of the coolest end toughest 
plecee in the geme. Read up, then chert your course. 


You'll have to work 
fast to get to the first 
secret place. Vault across 


the cash register on the 

left—the one without a - 

dollar bill by it—then run back to the candy machines in the other room. If 
you're fast enough, you'll reach the door before it closes. pa A 


You'll find another secret area and a plasma 
gun in a room behind the Duke Nukem billboard. 
Climb up the wall above the smoking helicopter 
and leap to the ledge beneath the sign. Inch along 
the ledge until you find the hole in the canvas. 


It’s a little too quiet on the set of Studio 17A. 
You can avoid a potentially lethal ambush by soft- 
ening up the room with grenades and pipe bombs. 
Use your machine gun or other small arms to clean 
out any remaining pockets of resistance. 


Watch your step when 
you're rescuing the prisoner in the 
ewers—there’s an open pit just in 
ront of you. You can take a running 
eap or use your jetpack to clear the 
zap. After you've saved the woman 
and collected the Atomic Health 
2ower-ups, take a step backwards 
and fall into the pit. You'll find the 
tage exit at the bottom. 


Some wise guy painted graffiti over the but- 
ton on the USA sign in Studio 17B. Press against J l 
the letter A to activate the switch. The hidden } 
switch opens a secret place next to the sign. Inside 
l you'll find three prisoners and some heat-seeking [) 
Load up on the goods, because a squad of 
iens is sneaking up behind you. 


d This studio resembles 
the bridge of a space ship. The 
Red Key Card is sitting on the 
captain's chair. If you activate 4 
the security monitor, you'll 


see the entrance to Area 51, 

one of the secret levels in the 

| game. You must follow Steps Six and Eight to reach Area 81. The other switch 
near the chair activates a hidden panel on the other side of the studio. You'll find 
a pair of night vision goggles behind the panel. 


Card opens a utili- 
ty room door. This 
toom looks or. 
| nary, but there's an 
important eleciri- y 
cal switch that controls both doors leading 
to the Movie Set exits. If you flip the switch 
and check the security monitor, you'll see 
| the door that connects you to the Rabid 
| Transit stage open. 


Oi you walk down these subway 
tairs, you'll be ona one-way trip to the 
tabid Transit stage. Hidden along the 
= are explosive charges 
hat will seal off the passage 
iehind you. If you plan on 
xploring Area 51, do not 
valk down the stairs—move 
to Step Eight Instead. 
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end of the stage and enter the open door 
| leading to the sound stage. Defeat the mon- 
sters and press the red alien palm print in 
the fireplace. Pressing the button opens a 
small door at the far end of the room. 


The Area 51 aliens have sent oot a welcoming committee. 
Clear the path ahead of you with the grenade launcher or pipe E 
bombs. If fight gets too intense, switch to your plasma gun. One 
powered-up plasma charge will usually clear an entire room—a 
survival tactic you'll use throughout the next level. \ 


Not by s long shot, streight shooter. You're still four 

levels eway from treding blows with the heed honcho 

end mastermind behind the alien invasion. Luckily for you, 

{ most of the combet techniques ond clues you've picked up 

in this review apply to the rest of the levels in the game. If 

f you remember our edvice and keep your wits ebout you, 
seving the world will be a piece of cake. 


= Coming soon to your 


N64 rom Nintendo 
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Trademark of NintendoJ@1997 Hāra 
Diddy Kong, Banjo & Krunch: ober ede 
licensed by Namen = ni 


~ — ~ — 
6 Diddy y Kong Ra Racing Schoe | e 
A 5 „Drivers edis iy Eh, and we'll du on the fast € W < 


d 
f 7 Maack to getting to the head of the class (and the pack)! After q 
a l racing each of the eight main racers on ach of the tracks on 4 
Timber's Island, we Were able to map out the 


E best shortcuts and chart gur best lap times. 
2 i * : e best racer for which course? 


— “Enroll in DKR school to find out. 


blunt e G 


Save time with a dozen detours. The A ow each map marks 
the shortcut’s entrance, while B is its exit, 


Fossil Canyon 


Why drive around the lake when you 

can boost over it? Rocket from the 
course's second zipper so that you 
jettison near the left canyon wall 
When you touch down, head for the 
nearby zipper to launch your car over the 
lake and toward the tunnel entrance at the 
opposite shore 


Whale Bay 


Rather than cruising around the pirate ship docked 
in Whale Bay, take the inside line by boarding the 
schooner and detouring on its deck Whenever you 
approach the back of the boat, the whale will peep 
us head above water. Using the whale as a ramp, 
race up its blubbery back, hop on board the ship, JA 
then hop off by the tree that grows near the left 

A side of the ship 


Crescent Island 


Cutting corners will also cut your time 
down, and one of the best comers to clip 
is Crescent Island's As you exit the final 
tunnel, hold both the R and B Buttons 
while turning nght to sharply swerve 
into the hidden inside path 


Hot Top Volcano 


By taking the right A 
passage in the lava- 

filled tunnel, you'll 

have a straight flight 

path through the 

cavern’s first 

stretch The short 

cuts easy to over- 

look, but if you fly 

around the stalactite’s right side, 
you'll be able to make a 
beeline for the detour 


Pivate Lagoon 


Enter Pirate Lagoon’s 
final zipper in order 
| to propel your hov- 
ercraft over the bar- 
| ree reef lf your 
steering is shaky, 
you'll botch your 
attempt at clearing 
the wall, so try it | 
only if you're a con- 
fident and capable 
captain 


Walrus Cove 


While other racers will follow the course's zigzagging 
path, you can save time by going off road and blaz- 

ing your own trait When you exit the last tunnel, 
boost from the zipper to the snowbank on 
the right Plow along the bank, cross the 
road, then head for the left rock wall to plow 
through another snowbank 
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Wairus Cove Snowball Valley 


Break away from the pack by taking the road less trav- 
eled- Walrus Cove's final stretch forks into two paths, 
and most racers motor down the pathway on the 
right Though the narrow left path leaves 
little room for shaky steering, it'll be the 
quicker road to victory, In addition to being 
the shorter route, the left road also contains 
the courses final road zipper 


Ihe red arrow 
visible from 
Snowball 
Valley’s A 
starting line 
wams you to 
turn right 
Arrow, shmar~ 
tow Ignore the 
sign and swerve leit as you approach 
it Around the bend you'll spot a 
1 Christmas tree with a tunnel to the 
© 22 9 right of it. Barrel through the pas- 
}/ sageway, then, as soon as you spot 
Aide tunnel’s exit, slide to the right so 


you can keep the inside line and reach the nearby road zipper 
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Frosty Village 


The main path zigs and zags, so unless 

you want a case of whiplash slowing A 
you down, cruise along the left or right 

shoulder. As soon as you exit the tun- 

nel that leads from the houses, head off 

road toward the left or right lamppost. Both shoulders 

will get you to the next tunnel in about the same amount 

of time, and both feature a series of zippers 


Greenwood Village 


3 


| Greenwood Village's wishing-well 
shortcut bypasses the widely curving 
road that leads to the town’s caves 
To take the detour, race directly 
toward the well, then swerve into tt 
so you're facing right When you hit 
the bottom, you'll be facing the cor- 
rect direction to launch from the 
shortcut’s zipper. As you boost from 
it, veer left to merge back on course. 


Boulder Canyon Tricky Challenge 


The cas#e’s murky tunnel splits into two passage- 
ways, and even though the left passage spits you 
out farther down the river, the right passage is 
the quicker and shorter route At the fork, 
hover through the brighter passageway on 
the right The detour will not only get you to 
the rer faster, but it will also plop you near 
a zipper that the left tunnel bypasses. 


Tricky the tr- 
| ceratops is the 
only boss chal- 
lenge with a E 
shortcut Just past = 

the third Blue Balloon grows a grove 
of shrubs. H you turn left into the 
bushes, you can shortcut through the 
middle of the spiraling mountain. 
When you emerge on the other side, 
turn left to get back on track. 
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Ancient ke 
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The shorter the bar on the 
graph, the shorter the dri- 
ver's lap time in seconds, 
so, clearly, the turtle waxed 
the competition. Quite the 
shell on wheels, TipTup 
gets our vote for best racer 
In Ancient Lake 


Hot Top Volcano 2 


— 


Heavier characters tend to 
handle better in airplanes. 
Banjo, with all his bulk 
(hat's in that backpack, 
anyway?) swooped in with 
the best Jurassic jet times in 
our test flights. 
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Squeaking in at almost half a 
minute per lap, Pipsy has no 
problem eking out record 
times in Fossil Canyon. Her 
superior handling and accel- 
eration make her especially 
adepi at clearing the comers 
and shortcut 


Jungle Falls 


Pipsy’s top speed may be 
low, but the mighty mouse 
more than makes up for her 
slight sluggishness with her 
ability to keep the Jungle 
Falls inside track with her 
tight cornering 


sê 


Without a little weight, arr- 
plane pilots can have a tur- 
bulent time in the skies 
Pudgy Bumper, who ranks 
in DKR’s second heaviest 
weight class, proved to be 
Everfrost Peak’s swiftest and 
steadhest glider, 


Chalk up another win for 
Pipsy! With the tightest han- 
dling of the bunch, Pipsy can 
easily swerve through the 
course's zigzagging tunnels 
and past the avalanche of 
rolling snowballs. 


_ na 


j 


slowpoke m Walrus Cove 


While the other characters 4 


clock in at about 41 seconds 
a lap, the Kremling trails 
behind by 6 seconds Surely 
if he had average handling, 
like Bumper, he'd fare better 


Frosty Village fa 


Driver weight seems to be 
the biggest factor affecting 
performance in this course 
The times we pulled off ndi- 
cate that the lighter the dri- 
ver, the better the time in 
Frosty Village 
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Yikes. Krunch is the clear 42 
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Whale 


Wen 
Ls 


Whale Bay is the most basic 
hover course, and its simplic- 
ity makes it manageable for 
any racer Timber, Krunch 
and TipTup represent the 
three main weight classes, 
and each finished a lap in 
under 22 seconds 


If it’s a road race with plen- 
ty of tight turns, teave it to 
the lightweights to pull in 
first. TipTup leads the pack, 
with Pipsy and the slightly 
plumper Timber not 
far behind 
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Pirate Lagoon 


Bay & 
* 


Treasure Caves 


MERZ 


While ail hovercraft pilots 
performed at about the 
same level in Whale Bay, 
Pirate Lagoon's stats show 
that a little weight and solid 
handling will help you nav- 
igate through tricky and 
twisting waterways. 


a 
&. 
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The best traits of Bumper and 
second-place Conker are 
their heavier weights com- 
bined with their not-too-tight 
and not-too-loose handling— 
particularly helpful for taking 
on the sudden curves of 
Treasure Caves 


Boulder Canyon pits pilots 
against log jams and twisting 
waterways Too light to avoid 
bobbing off course, both 
lightweights wiped out, while 
light-heavyweight Conker 
beat their times by more than 
three seconds 


J 


Wind mil Plains £S, 


All racers clocked in similar 
times. And while heavier 
characters tend to perform 
better in planes, lightweight 
Pipsy edged out everyone. 
Her tight handling came in 
especially handy. 


The heavyweights clumsily 
careen through Greenwood 
Village's switchbacks of 
zigzagging tunnels and hair- 
pin turns. Pipsy the 
mouse, however, can easily 
scurry and hurry around 
every unpredictable curve and 
bend 


TipTup’s tight steering pre- 
vails in this neck of the 
woods, so heavyweights 
don’t have ghost of a chance 
navigating the haunted track 
and its willy-nilly turns and 
circular pathway 
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Each driver is suited for particular driving conditions, but 


here’s how we think the racers stack up. 


Vipsy 


After racing each of the eight main 
characters on each of the tracks 
on Timber’s Island, our test drive 
@ © results put Pipsy in the pole posi- 
tion. She's a difficult ride for 
beginners and she’s not perfect 

for every course, but with the 
tightest steering in DKR, Pipsy, by 
far, is the game’s big cheese 


TipTup 

With Tiptup sliding in with the 
second best overall racing perfor- 
mance, the turtle proves that, in 
general, the lightweights are the 
best racers. Like Pipsy, he has one 
of the lowest top speeds, but his 
swift acceleration and tight han- 
dling more than compensate for 
his shortcomings. 


Whoever said, “We don’t need no stinkin’ 
badgers,” never met Bumper. With middle- 
of-the-road han- 
dling combined 
with above average 
speed, Bumper is a 
quick nde whose steer- 
Ing isn't overly sensi- 
tive. 


Timber 


Timber is one of the most aver- 
age characters, with handling, 
acceleration and a top speed 
that is just in-between. And 
that’s not a bad place to be The 
tiger driver works well for 
beginners and can turn out an 
Impressive performance on any 
course and with any vehicle 


© NINTENDO POWER 


After Krunch and Banjo, 
Conker is the fastest of the 
eight main racers His han- 
dling isn't as squirmy as 
theirs, but he’s still a tough 
nut to crack If you can 
master his slippery steer- 
ing, you could leave others 
trailing behind your bushy tail 


Diddy 
Since Diddy is slightly slower than 
Timber, DKR’s other average 
racer, the chimp didn’t fare as 
well as the tiger Regardless, 
racing upstarts should use 
Diddy to get used to the cours~ 
es, With practice, you can pull 
some tricks out of this Kong’s 
cap to shatter record times. 


Sure, heavyweights are great when they're 
steadily weighing down hovercratts or planes, 
but with Banjo and Krunch at the back of the 
pack, our test drives show that the heav- 

les are usually the more challenging 
drivers to use Banjo does have a high 
top speed, but his weight can make 
him awkward to control. 


Krunch 


Many DK racers will agree that 
Krunch is one mean driver to 
get used to. His steering 
squirms like a buttered snake 
on ice and he accelerates as 
quickly as a snail on a tread- 
mill. His top speed is high, 
however, so save him for cours- 
es with gentle curves. 


Y ou know who to use. Now jearn how to use them with 


these DKR driving tips and tricks. 


The Power Slide 


— { 
To race your car around 
corners or into tight spots 
without losing speed, hold 
the R Button while turning to execute a power slide To nab tricky 
Silver Coms, power slide while moving the Control Stick away 
from the coin so your rear bumper will swing into your prized 
pocket money 


Of the three vehicles, the hovercraft 
can make the sharpest turns By press- 
ing the R Button, you can make your 
hovercraft hop If you tap the Control 
| Stick to the left or right while your 
craft is in midair, you can turn a full 
90 degrees to conquer corners or 
reach out-of-the-way items. 


The Fimish Lines 


The rankings we've charted are the fruits of our own find- 
ings. See how you stack up by evaluating the racers in your 
own time trials, With plenty of drivers to choose from, 
try injecting a fuel-burning challenge into DKR by 
using the racer you've ranked as the courses slowpoke. 


DIDDY KONG RACING D 
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If your car, hover or plane is spewing out blue flames, then your 
vehicle 1s boosting at maximum power To start your race with the 
blue super boost, hit the A Button just as “Get Ready!” fades from 
the screen You'll also get a super boost if you let go of the A 
Button before hitting a zipper or using a balloon boost. 


The Tilt Turn 


While the plane and car can’t tum as sharply as the hovercraft, 
both vehicles can still pull off some tight maneuvering By hold- 
Ing the A, B and R Buttons as you turn in your car you'll tilt it on 
two wheels, enabling you to make a hairpin turn You can atso 
turn your plane on its side by holding the R Button, and we rec- 
ommend holding it for your entire flight 
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leaductions tar 


GameTek’s ney Wy super- 
realistic vers 
Jeopardy! for the. 
comes complete with. 
Alex, Vanna and 
nong brainteasers 
tomake your head 
spin. It has allthe 
real feel of the classic 
game show, and with - 
its wide variety of 
categories, it will. 
have you questioning 
all those answers... 
with alittle help, 
from us. 


LET'S MEET OUR 
CONTESTANTS. — 


a 
9 OM S$) 


DIFFICULTY. - 


e. SETT INGS 1 Jeopardy 


— double p 
Jeopardy Jeopardy Jeopardy 


Of course, this isn’t the first version of Jeopardy! to 
hit Nintendo systems, Far from it. Super Jeopardy! 


debuted on the NES in 1991, and Super NES titles What's Deluxe about 
F 1 . the Deluxe Edition? 
include Jeopardy! Featuring Alex Trebek (1992), e 


Jeopardy Deluxe Edition (1994), and Jeopardy Sports 
Edition (1994), The Game Boy version, which has the AMER 
feel of a classic game show, brought portability to GameBoy Jeopardy! fea- 


the mix when it came out in 1991. tureda smiley guy as the 
host, not Alex Trebek 


new categories 
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TO SPELL OR NOT 
TO SPELL 


How do you rexpond |with the question if you don’t hove a key- 
board? The N64.version has three options. The first, Computer 
Provides Clues, is the most flexible form of play. You pick letters 
and the computer provides possibilities for you to choose from, 
Soapetling don't ieriicial, nor do you need to spell out long ques- 
tions. In Loose Spelling Accepted, you have o little leeway. in 


varewering-futyou must spell it oll out, ond in Exact Spelling 


Required (tortur!) uu must be perfect. 


COMPUTER 
PROVIDES CLUES 


tes are ebighelp. Seo 


Don't get cocky and 
how piching out only two art en ear Sea 
111 10 “Fond 't, quick- like Dichens“ 

Hans you to “italy”? moy need to sj 
ts pretty slick, whole thing, 


IT'S JEOPARDY! 


AO in the long-running television game show, you must give 
your answers Ín tic form of questions. You gain points by 
responding with the torrect question. according to the money, 
amount, and. bose paints with incorrect guesses and lost bets. 
Rather than following o time limit, in this version, you must fin- 
ish an entire category before moving on in the game; 


pe hod a 


ER ER RESIS n 
ee Ge ie eee 
Tenma 12 


hers. Select 
mount. and 


There's no time limi 
acategory,a dol 
stort questioning. 


LOOSE SPELLING 
ACCEPTED 


Te] 


ss 
. 
eee 
e 
D GREER E 
Bi. r 


ae? 


This option lets you guess Be corsful, though. This 


ot names you can prs- misspelling of “Michael 
nounce but cen I epall; Anjello” or 
such ôs suggesting *Michelengelo” wasn't 

In R. Tollen“ for accepted. even though it 
“JRR. Tolkien.” Bounds right. 


EXACT SPELLING 
REQUIRED 


Here you not only have to 
hnow'the question end its 
exact'spelling, but the 
exact formet Jeoperdy! 
wants entersd. 


Notice how “Vitamin C” 
wuchs. but! C doesn’t, 
although it's obviously 
Gorrect. This mode cen he 
alittle frustreting 


THE DAILY DOUBLES 


One squore hides a secret Doily Double, which lets you bet on 
thé right question. If you feel you know the category well, it’s 
usually best to bot all or most uf hot you-have;itcanboost-you 
ahead. The computer, on the other hand, will elweys bet conser- 
vatively. Try to find the Daily Douhle before others by hunting in 
the high doller omounts of o cotegory. Ehe computer will always 
move from lowest to highest, so you have an advantage. 


Unlike the TY show, no 
other ple yers get s 
chance. to answer if the 
player is incorrect. 


Deily Doubles ore usually 
hiding in the two highest 
levels of a category: 
go there first. 


IT'S TIME FOR 
Finat JEOPARDY 


U 
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THIS GAME PLAYS: 


LL TAKE NINTENDO 


POWER FOR ONE HUNDRED LIKE THE SHOW 
A: THIS CHARACTER GRACED THE COVER OF THE 
FIRST ISSUE OF NINTENDO POWER. it’seth f that es Jeopardy for the 


2OURW SI OYM iO N : s versions, The hew 
S 5 optio g questions and Alex 
: HE IS THE PRODUCER OF YOSHI'S STORY. 175 P bin e 
2 za is Ne SI OU "DO i It’s the next best thing 
3 HOWARD DISPENSED GAME INFORMATION IN A À 
COMIC STRIP WITH THIS CARROT-TOPPED SIDE 
KICK IN THE EARLY YEARS OF NINTENDO POWER. 
HNSƏN SI OUM ND) 


: THIS COLUMN, WHICH FEATURES CODES, IS THE 
FAVORITE OF NINTENDO POWER READERS. 
SUONELUOJUI payisse|> $1 YAK O 


NP RECENTLY CELEBRATED THIS ANNIVERSARY 
NUMBER OF ISSUES. 


zPaapuny auo seym Ò 


TM. 


Where 
tourna- 
ment fight- 
ing meets 

professional 

Wrestling, 

you'll find 

Fighter's: 

Destiny for 

the N64, Ocean’s 

unique fighter, 
picked up from 

Imagineer in Japan, may 

turn out to be the surprise, 

hand-to-hand brawler of the year. 


1997 Imaginser 


Are you ready to be judged? In Fighter’s Destiny, winners prove their skill 
by scoring points against their opponents with throwdowns, 
knockdowns and ring outs. Ten fighters compete in the one-player Vs. 
Com tournament, but the single-player modes also include a survival bat- 
tle, speed battle, and rodeo, in which you face a ninja cow. Winning the tournament unleashes new 
Special moves, which may help you win the Master Challenge. Fighter’s Destiny packs in variety, strat- 
egy, speed and an excellent audio and graphic presentation. It is your destiny. 


RECORD 
ATTACK 


> 
NINTENDD POWER 


a RING OUT 


Tonsing opponentn out of the ring ne ems 
dremotic, but you'll earn just ons point for 
‘the effort. When opponentn hang ott the 
edge ot the pletform, stay hack nince they 
mey grob your enkle and throw you out. 


THROW 
DOWN 


Wortk two pointn, the throw dowe begins 
witk ə kold move end ends if you nuccens-. 
ful drop your opponent on the met. Ihe 
nefent time to attempt o throw down is: 
whee you get behmd en opponeet. `.. 


COUNTER 


Counter movas, worth three points, are 
ehout the toughest moves to pull off in 
Fighter's Destiey, particularly against 
Rtronger fighters Try counterieg e move 
efter hanging off the rings edge. 


NORMAL 


Look for the effect of ooch mave on 
Robert. Some moven ces be used for 
‘throwdowns or knockdowns egeinst 
Robert, but they may not heve the seme 
otleet on all ol your opponents in the ring. 


ESCAPE 


Ine Master teaches youhaw to breek. 
colds ond ture defoet into victory using 
‘counters against punchen, kicks, throws, 
lockn, end ether moves. Mester the 
escape and you'll kave littl? fo leer. 


FIGHTER’S DESTINY 2 


Scoring points ts what it’s all about in Fighter’s Destiny. 
Points can be rocked up in six woys, oll of which ore detailed 
below, If you score seven points in the Vs. Com tournament 
ogainst on opponent, you'll win the reotch ond reove on to 
face the next fighter, Get the point? 


= 
=| 
8 
8 
8 
* 


JUDGE 


ff osither fighter scores ə point withm 30 
seconds, tke Jedge will award e single 
joint to the mont effective fight 
inntead ot letting the Judge de 
should try to make o throw dow 


Fock 
DOWN 


dt inn teeny to keock ae opponent off 
his-or her fest, but its waf in yt since 

you'll ncore thre 
tkorecter’s pow 
in the kost way to eccomplish, tkin. 


KA SPECIAL 


Specieln score four posts if you uše them 
while your opponents ere ntunned. The 
ckerectors’ grepkics chenge whon they _ 
become stunned, but this stagyering ~~» 
ntate won't lost long. 4 


Spend sometime in the Training mode learning all the moves, 
counters, specials, oerial combos and other moves for your 
chosen character. Your sparring, partner, Robert the robot, 
won't fight back, and youMsee olf ef your moves diagrammed 
‘Ofrsereen.and the strength of the moves as you perform thei. 


2 AERIAL 


Aerial combos begin when you knock an. 
opponent «nto the eir, The Master sug- 
gents ə move that you can use to do this, 
thes ke gives you edvice on whet combo 
‘moves nhould follow. 


SPECIAL 


Practice spe giuts aganist a Woozy Rokert 
to see the offect. If you per o spe- 
ciel move correctly, the geme indiceten 
thot o special hen buns used, which 
meenn thet it would lie worth.four Points 
in real combat. * 
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Probably the most AT 


balanced fighter, Ryuji has strong 
defensive and offensive moves, He 
is fast, as well, and he sidesteps 
D) quickly using the 3-D Button. in 
A addition to the moves listed 
below, the Mach Fist is devastat- 
ing against many opponents. 


2 River Surface Kick 90 D O D 
Mach uch o UUUU 
Mach Spin o0 PDD: 


© Dau 
Mach Buster 


4 Quicker than the other È Powerful} 


heavyweight fighter, Bob, Tomahawk 

tis explosive, and he charges into the thick 

cof things. In addition to the moves shown 

here, we recommend using Tomahawk’s 
powerful hold and drop moves like the § 


Brain Buster. 
À 


Double Haak © uu 

Upper Drop Kick Ouuu 
Poses Sleeper OOO DU 
wwe . i= 


900 — — 


Quick and unpre- 
dictable as an opponent, Abdul 
is one of the most entertaining 
fighters because of his colorful 
moves with names such as the 
Prawn Kick and Snake Sword. His 
g Heaven Thrust is an easy 
knockdown move at close range. 


Hepong Heoven Ou 
Rapid Snoke €)UUUU 


Hell Wove GUU OU 
Hidden Skill 


ernte 


Hell Hyakuretsu-Ken 


This native of Hong Kong 
packs an incredible punch into a tiny 
frame. Her health bar may be short, but 
she’s quick enough to avoid many 
attacks. Her Spiral Jump is an effective 
knock down move from a distance. 


Ska-Kag-Tsui, Ou 
Ski-Ka-Rendan © UUU 
2 uuuo u 


Pa = 00u 


4tk Gate Tkunder Kick 


U=Upper attack buttou D s Lower attack buttaa 


and flying kicks, Pierre the clown is 
a master of trickery and misdirec- ! 

tion. In addition to the moves 

iven below, use the La Tornada 

and Conductor knockdown moves to 

earn big points. Next to Abdul, Pierre 
À „has the coolest moves. j 


Air kick O UU 
Bock Betterfly OO DD 
Rolling Crazy O De 


Special Attock Hidden Skil 


ooo 


Very Mysterious Dance 


oo pw 


Fronkensteiner 


Perhaps not quite as fast 
as Meiling, Valerie has more staying 
power and better defensive skills, and she 
© specializes in aerial combo attacks. Use 
the Ho-Ka followed by the Double-Wall © 


oe The Dragon Palm is a knock- 
down for close and middle range. 


i 
This Spaniard uses C ) 
sophisticated martial arts spins and 
kicks to counter the strengths of 
other fighters. The Jolt Back 
% Knuckle is a simple counter move 
to use against punchers. The 
Dragon Riser is a good close-range g 
knockdown move. J 


eee Dudu 
— o pou 


ooo ERL “e000 6 
gra el Brenk i Super No 


1 


nape 


This brawler from Powerful) 


Brazil is the strongest fighter in 

the game, but he is slow and 

he’s susceptible to attacks 

i from the rear. At close range, 

the Hammer Knuckle and 

Ý Down straight knockdown 
Moves are awesome. 


= i 
P Dawn Sproight| Desa 


OOO 


Omego Tornada 


OOO p. 
© Windmill 


a 


oe” The s 


guises his moves well. In fact, his 
teleporting moves allow you to pop up U 


in different areas of the ring. The Tsumuji (f ~ ` 
RS. knockdown moves slowly but packs a Survival contests are like sudden 


powerful punch. Many of the ninja’s y death—the first to score 2 the 

attacks seem to come out of nowhere. match, Use your best simple-to- 

perform knock-down moves. 

EA Longer range moves are the safest 


— id) Douce Drow Tricngle Su jou since there is less risk of ending up 
in a hold. ff your opponent is 
aggressive, use blocks and look for e keock- 
on opening. Try not to use holds, down or ring out wins the 
since they can be reversed, and day in Survival mode 
avoid moving in 3-D because you'll 

be defenseless, 


FASTEST: 


In the Fastest contests, your goal is 
to get o quick, four-point victory, 
defeeting your opponent in less 
than o minute. Use your best moves 
to score quickly. Another strategy is 
to pummel opponents until they re 


= dazed using moves such as combos 

tet havo ES end verials, then use a speciel 

Boro may be an odd name for Gp minute in this chellenge. move, You can access Robert as a 
a woman from Switzerland, but playable character if you finish 
there’s nothing odd about ach fight in less than one minute. 


her fi ſighting. Boro appears at 
the end of the game as a bidden 
character. She is powerful and quick, f 
and she loves to riddle opponents 
with combos, 


Perhaps the strangest fighting mode 
in any game is the Rodeo mode in 
Fighter’s Destiny. Ushi, the Holstein 
from Hokkaido, will do anything to 
get e point on you, Your goal is 
stand with the cow as long as possi- 
ble. If you last for a full minute, 
you'll get to use Ushi in battle, but 
to stay in the sing that long may- 
seem udderly impossible. Be defen- 
sive, blocking and moving, and use 
basic upper and lower attacks. re f 
Watch out for Ushi’s sneaky rever- . 
606. ER sal moves, Sile tø seta new odes = 
One-honded Bock-breoker ont 
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E 


Ey to sto W Slot ef H ae e fill 


‘bydhe “easter an F of 
them filled by ge Joker, 


\pieture. 
tha Jakor, + 


SCHOOL OF 


HARD KNOCKS 


THE WHEEL 


OF FORTUNE 


in order to win the eight 
“Special moves for each 
character from the 
Master; vu mut defeat 
him eight times. You'll use 
a. spinning” Wheel of 
fortune to select your, 
opponent in tis mog 
The whed smia -t 13 


FIGHTER’S DESTINY 


FRIENDLY 
FIGHTERS 


The two-player VS. Battle mode of Fighter’s Destiny 
has a hidden component that sets it apart from other 
tournament fighters. Using characters with hidden 
moves, players can add new moves or lose those 
moves while playing in this mode. Both players must 
have their characters saved on Controller Paks, 
which they plug into their controllers before the 
game is started, When you win a new move, it will 
be chosen randomly from the eight hidden moves. 


Although Ocean describes this as a trading feature, it isn't really, 
because you don t win a move fram your opponent Rather, you win 
a move at random for your character 


99 OGNSLNIN 


If you get the Master, and defeat 
him, he'll teach you a hidden 
move. In all, you must defeat Iig 
Master eight times in order gt 
all of the hidden moves each 
character, Your ac e eee 
can be sa , Control 


Pak. Once you earma new move Sinca charactars don't share hidden moves, you win new moves fram 

cdl practice it, then retu: Maalt mea stillas soma the Master, nat from other characters Ah, hut if you lose the 
eie E good movas Don't underesti: match, you'll lose ona of your pracious hidden moves 

to the Master Challenge. 


mata tha Mastar 


THE JOKER 
IS WILD 


Hf you get the joker instead of the 
Master on the wheel, you run the 
risk of losing. alt je Mes, 
eee ree üp tr that pot 
WHT. one math ee ene 
eT ce WE e e, 
be the toughest fighter in the 
gue defeat. Practice with à 
character who hasn't earned hid- 
den moves yet, q 


GOT 
MILK? 


Fighter’s Destiny adds a twist to the fighting genre, 
does it with humor and without gore, and manages 
to give players as much replay value as you'll find in 
any tournament fighter, particularly in the one-play- 
er arena. That's value. it makes use of both the 
Rumble Pak and Controller Pak, as well. It may not 
have famous warriors like those in MK or KI, hut FD 
has a fighting cow and plenty of other treats. 


< 
LLIN 


KE 
aon. 


— 
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r 


You can braak the farce 
‘onslaught af the Jaker 
moving and dodging. 
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or tHe BIONOSAUR 


©1997 Acclaim Entertamment Inc 
Ah RightsReserved Turok © & ©1997, 
GBPC, A Subsidiary af Golden Books 
Family Entertainment. 


The evil Campaigner is back and ready to rock 

the Lost World! This month we're giving you 

complete coverage of Acclaim Entertainments 
biggest battle on Game Boy! 


A Turek Adventure from 
a New Perspective 


Turok Battle of the Bionosaurs isn’t. a sequel to Turok 
Dinosaur Hunter for the N64 This Game Boy title rs a 
side-scrolling action adventure through eight stages you 
won't find in the N64 version While Battle of the 
Bionosaurs doesn't feature the same spectacular 
graphics you'll find in the 64-bit Turok, it does 
have the same weapons, power-ups, monsters 
and challenging jumps Some gamers might even 
dare to argue it has better 
play control than is N64 
counterpart! 


Take Aim at Winning tt All 


Lock and load, dino hunter—this exght-page review covers the 
entire game The opening levels are easy to complete, but Lost 
Land’s terrain becomes progressively more complicated as 
you draw closer to your confrontation with 
the Campaigner This review has maps for 
the last six of the eight levels in the game. 
Wur objective is to collect three keys and a piece of the 
\ NChronoscepter weapon from each stage We'll show you where to 
gos what to do, and how to win it all. 


aff 
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Upgrade your Weapon I collect the Keys 


Collect the arrows and switch betwean 

your bow and your knifa throughout the 
irst half of the level You'll find the 

shotgun sharti after you pass the 

Checkpoint an 

the pistol when 

you explore the 


y £ k TUROK: WAR OF THE BIONOSAURS 
S . COLLECT AMO GET THEPISTOL 
z 2. HIT THE CHECKPOINT oer THe secon A 
al 3. GRAB THE HAST KEP ENTER THE TELEP ORTE 
b 5 en THE SHOTGUN APACK UP THE TARD KEY 


S. TIR TRE TLR 
30. ENTER THE AMID 


* 
POENTE] D 


E tnter the Hub 


lava cave. 


Z 
There are three keyshiddanın each I 

level of the gama You won't find the 
first kay until you pass the 
Checkpoint in this level, but you'll 
easily find each one before you 
reach the exit and mova on to the 
Hub Ruins 


The Chronoscepter Piece 


You'll spot the Chronoscepter piece lacked away in a cavern just 
before youreach the Checkpoint she el you won't be able to 
pick up the fragment until you get the grenada launcher from Level 4 
Note the location of the pece so you can revisit this place later 


: — 


‘GRAB THESHOTGUN keck ur THe sea 
‘GET THE FIRST XEY in THE er THe auTO STEUN 
SMALL SURDING 


& MIT THE cu KP oiT 
BT TWO SWITCH e 
THE TEMPLE STAKE THE ASSAULT RIFLE 


Get a Bigger Weapon E Collect the Three Keys 


The shotgun and pistol were greet for get- 
‘ting through Level 1, but you're going to need 
aheavier caliber gun to take out the big 
dinosaurs You can’t jump up to the ledges in 
‘this stage to raach 
‘the auto-shotgun, 
and the assault rifle, 
but you can get them 
by working your way 
‘through the tele- 
porters 


Its easy to find the keysin the 

Jungle, but the third key does require 

alittle exploring ae to the upper Ķ 

left corner of the cliffs and work 

you way down to the tunnels You'll 
indit near the assault rifle 


The Chrenoscepter Piece 


Messing around with the pasoned spikes in this cavarnwill result in 
nothing short of losing your life You have to blast them out of the way 
Asin the Hub Ruins, don't try to collect tha Chronascepter Piece in the 
Jungle until you've picked up the grenade launcher from Level 4. 


The first level is a ona-way 
path to the Hub- theres no 
chance of getting lost After 
you traverse the lavacava, 
hit the switch to activata the 
elevator platforms, then fight 
your wey to the right and go 
to the end of the stage 


{GRAD THE TIRED WT 
7. Aru e e 


Once you've collected all 
three of tha Jungle keys, 
you can move on to the 
Ancient City Retrace your 
route to the teleporter you 
entered when you started 
the stage You'll warp back 
to the Hub, where you can 

: eccess anew gate 
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INTER DOOR A Ji BO THROUGH SUBRI 13. INTR DOME 
HIT THESWITCH B. GOTHROUGH DORF Uu. GRAN THETHIRE Kt 
l. GO THROUGH DOORS B&C jët THE SECOND Kile 145. RETURN TO EHu 
HIT THE CHECKPOINT $. GO THROUGH DOOR D 
NTER DOOR) nn GRAB THE MINI GUN 
j. GET THE FIRST REY AE HIT THE SWITCH 


Rapid finng 
weapons like fo) a 
the minor 1 — r am 
pulse guns > 
work best = | Get the mim gun and activate 
against this the switch Be sure ta save 
E n . your bet An anna for 
fter you hit the d ur battle for the third ke 
0 here, Jumpsjustnght, you can leap s 2 y 
ut your life on the over the enemy's tnple-bullet r 
ine and makea bursts andnat take any damage ‘Snipers are covering the ground from this 


death-def ying leap 


— * rooftop If you have the assault rifle, you can 
ta the left roof top h 


cleanup this area ma matter af a few seconds, 


This is a lethal leaper pool Swim slowly and 
After you dispatch have your knife ready so you can deep-six the 


the sergeant and his i 
ers neii ‘ deadly fishbefare they chad on you 


Switch and walk nta 
the teleporter j © Legend 


r 1 
Is life 
i 
£> 5 Force 

Leapers lurk beneath Life 
the murky surface of 2 +10 Force 
thus lake If you use F 
your knife as you swim g 
you'll have no problem: wm +i Health 
reaching the key an 
the opposite shore — i E 


Clearing these gaps is tough, but if you miss the i 
first jump, you'll finda leige and the first key A Checkpoint 
„heros a pulse rifle down here taa 
Key 


Chronoscepter 
Piece 


|. CAIRN AND JUMP TODOORB r THE SECONDE 13. RETUIBN TO THE HU 
ATER DOORSG A GRAB THE THIRD KEY CHRONOSCHPTER PIECES 


TUROK: WAR OF THE BIONOSAURS i) 
, ee, u. y 2 
e een Imeem È 
HIT THE CHECKPOINT RETURN 10 DOOR G 85 
„ GO THROUGHDOOR K GET CHRONOSCEPTER PIECE 2 
= 3 x< 
ù 


The toughest part 
of tha len 18 
making the jumps 
nar the Sifts 
on the surface 
The key is to make 
your jump as you 
run off the ledge 


TR ‘7 F — | The only way to reach the tele- 


porter on the left at Pant f is to . A 
make the jump from this platform, * } 
: = lake the jump from this platform, 11 — =) 


This region is infested with dragon- 
flies and leapers. Squash them | a Oscar 
before they can bite you tS 1 5 


One of the campaigner's 
high pnestsis protecting 
the first key Take him out 
before he can send you 
back to the beginning of 
the stage. 


i 


Theres a swarm 
of dragonflies and 
8 „ | beetles waiting te 
0 i bug you here Take 
— = your time and you 
Een biast them 
before they buzz 
— * Close enough to 
takeabite 


This strange watarfall 
flaws skyward, sweep- 
ing everything up 
instead of down Float 
upward and align your- 
Self slightly above the 
platform you re aiming 
for, then jump If you 


miss, you'll lose a life. i 11 1 i 
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i 1. HIT THESWITOHAND GO 5. GET YHE FiRST K T. ‘GO THROUGH DOOR 
THROUGH DOOR A „ GOTHROUGH DÖDRS F E. GET CHRONOSCEPTIR PECE 
2 MIT TME SWITCH AND GO T GET THE SECOND KEY “18, GO THROUGH DOOR i 


. THROUGH DOOR 


8. HUT THE SWITCH . GET THE THIRD KEY 
* | S. obe ce RI o°. GO THROUGH oben 


The Catacombs == n A kaun TO door * 


Don't worry about entering Door Huntil you've collectad the H 
first and second keys. Your first task is to use your grenade y 5 
launcher to blast apart the rubble blocking the switches that a . 
activata Doors A and B. Lf 


After you 
defeat the 

* = sergeant and 

get the third key, you'll have to 

retrace your route through the 

Catacombs to find the exit, 


and get the third key, you'll heve 
to retrace your route through 


After you defeat the sergeant { 
the catacombs to find the exit 


You'll have to blest the 
ya off this eee pel 
tand next to the wall an 
aim your grenade launcher Keep moving ond dodge the 


felling boulders in these 
Sections until the gama lets 
you continue 


up at each bouldar 


Use your knife and a gun to take aut Use a powered: up charge from the alien gun to 
the fects andthe 155 rest guard- blast away the rock on the ledge. You need to 
ing the first key Switchbetween holddown tha fire button to charge the weapon. 
‘weapons before each battle, = 


Legend 


Life 
Aa +5 Force 
dust like earher in the stage, you'll 0 Life 
have to crawl beneath the pendulums J +I Force 
to cross this plank Tris is an easy orea E 
if you always keep your head low, 


= =a +1 Health 


A Checkpoint À 


The sharp, swinging pendu Key 
um pr parh lank 
won't be e problem it you =. 

hold Down on the Control b 1 i 
Pad and crew! beneath each 

whistling blade 


(74) NINTENOO POWER 


GET THE FIRST KEY GET CHRONOSCOPTER er . SINTER DOORS G £ 
ENTER DOOR A E GO THROUGH DOOR D B. GET THE THIRD REY © 
GO THROUGH DOR B enn DOORE M. GO THROUGH BOORI D 
I WORK YOUR WAYEOWHTO „. 80 THROUGH DOORS * RETURN TO THE HUE = 
200K C VO WIT THE CHECK PMINT 
ENTER DOORG TAKE THE SECOND KEY 8 
4 


— 
Wee Fe vg 
Ben & 


ENTER / EXIT 


p, - 
p s. . L 
z r This cavernis ar the village 

A arsenal Load up on all the ammo > 
= 8 75 3 ucan carry—you'll use most of it 
i lasting the insect swarms. aa 

— — n R ; ma 
EARS ppg p r í 

TESS , 


‘Jumping leit to Door A wilt 
result in fatal conse- 
quences The trick is taga 
‘fight andleap down to 
‘to lower ledges. 


Fall tao far and 
you'll lose a life 
You can reduce the 
height of your drop by hanging off the edge 

of acliff and letting go L 


This tricky drap is 
worth twenty Life 


— — 
= = 


[F * N e PLN OW 7 Force paints Hang 

1 e Ry MN ge eS off the upper 

| Wen Sia 7 AN mei ~ ledge, then letgo 

mE The second switch that activates and hold right an 
‘the gate at Door | isin this hut the control pad 


Blast the high priests quarding the 


Pace yourself and blast the 
dragonflies in your path The. 
Chackpont is on the other 

Side of Door F. j 


hut door before you enter 


26 UNG R a ea 


wwe “fe Nee, 


1225 V 
This cave holds E You'll have to hit two switches o 
arms, ammo and . ‘activate the gate to Doar! M 
akey The stalac- find the first switch on the floor of 
‘ites on the cell- this grass hut. i 
mg lock sharp, but unlike everything alse in the level, E — 
you won t take damage if you bump into them. 


vowume 104 @) 


This ledge looks close, but 
115 can't jump up here. 

he teleporter you see is 
actually an exit You'll end 
uphere later 


Jump left ta work your way down f 
third key and Doar G, go right and 


take the long way down and around 
the chamber on the platforms, 


O NINTENDO POWER 


| to Door F If you want toreachthe < 


2 1. ENTERDOORA 
2. HIT THE CHECKPOINT 
3. GET THEFIRST REY, 
Fs A GO THROUGH DOOKT 


ha 
ts 


dump on each moving platform 
before it sinks, then lend on thenext. 
one before ıt begns to clmb 


Again, the trick here is to le ap HH 
| Mowing platform as it crests, tien 
ga teh te next one es it snks 


1 Sp THROUGH doch 


GRAM THE SECOND KEY 


11. “GO THROUGH l 
E. INTER BOORAH 
13, RETURN TO THE NUD 


Step lightly on each of these plat- 
forms, then jump again before th 
completely crumble beneath you. 


Fall too far 
between platforms * 
and your Journey 
will abruptly end. 
Haq Lessen your expo- 
~ sure tomjury by 
hangng down off of each ledge and drop- 
ping to the next platform. 


Use your grenade iauncher 


to blast 2 hole down ta this 
| Chronoscepter Piece. 0 


+1 Health 


Checkpoint 


Key 


Chronoscepter 
= Piece vy 


Youcanuse the | 
a| Chronoscepter 
on the Cam- 
paigner, but 
other weapons will also damage him The trick 
i$ to avoid him as he teleports, then blast him 


before he disappears 


TUROK: WAR OF THE BIONOSAURS E 
J. GO THROUSH DOOR IGHT THE T-REX 


„ GO THROUGH DOOR c T JARE THE CHRONOMDITER 
. 60 THROUGH DOOR D a 

ENTER DOOR E 8. 60 THROUGH DOORF 
BRIT THE CHECKPOINT „ MATER DOOR G 


10, DEFEAT THE cr AI 


. CELEBRATE AS THE 
CAMPAIGHER’S BASE 
BLOWS UP 


AOG FWD 


The ugh priests and 
bugs are here to wear 
you down. Use a 
weapon with a high rate 
of fire and clear them 
out before they can == 
reduce your life forca 


Blast the cyborgs as yau 
Stand up lf you hesitate, 
you'll be borg bait, 


Jump and fire at this 
cyborg to clear him off 
this high platform Save 
‘your rapid-fire weapons. 
for later in the stage 


Rapid-fire weapons work 
best to clear out this 


Use a powered-up weapon 5 
F eyborg-infested hall 


to destroy the attack robot 
Quarding the Life Force 
points and an alien gun, 


If you're a good jumper, 
use the pulse or fusion 
gun on T-Rex$ head If 

you like standing stil, 
am at his jaw and level him 
with the grenade launcher 


Still Having A Tough Time? 


Even with maps and tips, you'll probably encounter some tough spots before 
game. It’s important to remember that you can build up extra 


you finish tl 
lives by returning to the levels you've already completed and collecting more 
Life Force. If you have a Super Game Boy and a Super NES controller with 
turbo buttons, you'll find that ye can get in extra shots inst tf! ughest 
foes in the game, 


vorme . Q 


COUNSELORS 


HOW 00 | 


are a snap until the Winged Guardian 

casts a shadow on your bomber 
dude If you don’t care about scoring Attack 
Level credits, focus on attacking the mon- 
ster's main body—you don't have to bomb 
the creatures wings off If you're really 
good, you can drop a Remote Bomb off the 
bridge on top of the creature The key to 
beating the target time is to use pumped-up 
bombs throughout the battle 


T he first three stages in Green Garden 


PROMBEAMAN 69 


DEFEAT T 


HE WINGED GURADIAN IN BREEN GAA 


Dodge the Winged Guardian's fiery breath and 
‘throw pumped up bombs throughout the bat- 
‘Ue at the end of Green Garden 


HUW DOT DEFEAT THE COLD KILLER? 


p ıı 


ithout question, Cold Killer will 
II be one of the toughest guardians 
you'll meet in the game, unless 
you're smart and follow these instructions 
Grab the Bomb Bonus at the beginning of 
the stage and change over to Remote 


— 


If yu want to have a chance at defeating Cold 
Killer, make sure you grab this Bomb Bonus 


O unn rower 


Bombs. Pump up the bombs and aim for 
the blue body at the center of the beast If 
you throw the bomb and detonate it close 
to the body, the creature will quickly lose 
all four of us hearts if you take too much 
time while Killer has one heart leit, he'll 


Pump up the Remote Bombs and toss them up 
underneath Killer’s body, then run for cover 


DEN? 


n > 


J 


You don’t have to burn the wings off this big, 
bad bird to win the battle—the trick is to just 
concentrate on bombing his blue torso 


knock the floor out beneath you and drag 
you down into his webbed lair Keep aim- 
ing at the body to finish the battle. If 
you're looking for Attack Level credits, 
blast the blue claws and remove the mon- 
ster sinister red mask 


ro Mona) 


Ashe begins to lose, Killer may drag you into his 
lar Keep your balance and finish off the spider 


eve found a way to knock out the 
II depot drone gun protecting the com- 

puter room without taking damage 
After you enter the warehouse, dispatch the 
guards and edge your way along the left side 
of the steel crates. If you look closely, you 
be able to spot half of the drone gun in the 
corner without it detecting you Make sure 
that there are no guards following you, then 
target and destroy the drone gun before you 
take out the computers 


PBOLDENEVE 007 


HOU O01 KNOCK OUT THE DEPOT DROWE DUN? 


Dispatch the guards on bath sides of the 
crates so they can’t disrupt your aim 


{HOW DOT GET PAST THE FINAL SENTAIES If THE JUNGLE? 


Use the crosshars ta Ine up your shat at the 
drane gun, then shoot when you see half of it. 


tries guarding the front of the jungle 
complex. As you clear out one wave, 
anew squad will step up and take the place 


y ou can never shoot away all the sen- 


Unike the other sentriesin the jungle, the 
guards in front of the complex are endless 


g 


of their fallen comrades The key is to 
advance past the barricades blocking the 
entrance elevator during the changing of 
the guard We mean that figuratively, since 


Use grenades or other explosive devices to 
clear the crowd hiding behind the barricades. 


these guys aren’t at all like the chaps at 
Buckingham Palace Clear out the guards 
with a few well-placed grenades then make 
a run for the doors before the smoke clears, 


The key is to advance as the defeated guards. 
are staggering, before ther replacements arrive 


HOW DO PROTECT NATALYA IM Of AGENT MODE? 


complex, you'll really have a tough 

time dealing with the guards out to 
break Natalya before she breaks the 
GoldenEye security codes The big strat- 
egy here is to listen. If you leave the glass 
walls surrounding the computer room 
intact, you'll hear the exact moment 
someone tnes to break into the room 
This means you shouldn’t blow up the 
Armored Mainframes on the main floor 
until after Natalya has changed the satel- 
lite trajectory It’s also helpful to clear out 
all the computer terminals and desks 
except Natalya’s workstation before you 
allow Natalya to enter the room This 


| f you had problems getting into the 


prevents the guards from blasting the 
desks around you, hitting you with col- 
lateral damage Finally, where you stand 
can make all the difference. Our favorite 
spot to wait for the guards 1s at the back 


Clear out all the computer terminals in the room 
except the workstation Natalyawll use 


of the room, facing the massive comput- 
er screen. From this location, Bond can 
glance left and right, covering the win- 
dows and the stairs, and picking off the 
guards before they can get into the room 


and hit them before they get dawn the stars 


voume 0 Q) 


equipped with high-intensity shields 

that protect them irom your Arwing’s 
blasters. These shields are supplied with 
energy from the six Shield Reactors 
surrounding the base Don't follow your 
wingmen when they engage the 
fighters-the key to winning this battle 1s 
to disable the tops of the Shield Reactors 
Once the reactors are gone, your 
Arwing’s blasters can wear down and 
destroy the fighters’ shields. 


T he fighters stationed on Bolse are 


STAR FOX 64 


Falco and the gang can t shoot down the Bolse 
fighters until you disable the six Shieid Reactors 


— . WE 
Target and blast the red tops aff of ail six Shield 
Reactors, but watch out for the laser cannons 


L orneria Fighters have a color scheme 


similar to enemy aircraft, so its diffi- 

cult to discern friend from foe during 
the heat of battle While Bill Grey will yell 
a —— 


Can you tell the difference between friend and 
foe? The fighter on the left is an ally 


PMU DTT AVOID SHOOTING FRIENDLIES On RATING? 


at you for shooting down your allies, hitting 
friendlies will not ruin your mission It will, 
however, waste precious time you could be 
using to blast enemy fighters and eam a 


~ Ana 


» 


You wan't be penalized for shooting friendlies, 
but wasting time will reduce your hit total 


medal To avoid hitting friendly fighters, 
lock on to each of your targets before you 
fire Your Arwing computer will not lock on 
to Cornerian Fighters 


Use your Arwing’s combat computer to lock on 
the enemy It won't target friendly fighters. 


pı 


must score 300 hits and keep your 
wingmen in the game to earn a 
medal in Area Six, but there are several 
essential strategies that you can use to 


y ou probably already know that you 


MODERAN MY MEDALIN AREA SIH? 


make sure you reach your goal Make 
sure you lock on the enemy before you 
shoot Concentrate on eliminating all of 
the swarms of enemies so you'll earn 
bonus hits The space cruisers and space 


Target anddestroy the space cruisers and space 
stations. You can earn up ta 19 points per enemy 


© uo power 


Ta keep yourself on the medal track, make sure 
you have at least 140 hits at the checkpoint 


stations can earn you up to 19 points 
apiece If you have at least 140 hits 
when you reach the stage checkpoint, 
you'll be on pace for reaching 300 hits 
and your medal 


Destroy Gorgon as quickly as possible ta 
add more points to your final score. 


PDONREY KONG LAND * 


"WHERE [S THE FIRST BONUS COIN IN RAINFOREST ‘RUMBLE? 


nstead of running to the right and 
| picking up Elhe the Elephant at the 

start of the stage, select Dixie Kong 
and go left, past the No Animals sign and 
jump and helicopter spin to the other side 
of the chasm Here you'll see three hov- 
ering Knik-Knak bugs Bounce up the 
backs of the Knik-Knaks and into the 
Bonus Barrel. The Bonus Coin contest 
here is one of the easiest in the game 


Goleft, past the No/ aira signand fee 
sn across the gap to the three Krik-Knaks 


HOW DOT 


Bounce up the backs of the Knik- Kraks nd 
into the Borus Barrel, 


p: 


he trick to defeating K Roolin the Tin 
T Can Valley isn’t dodging his electrical 

bolts, it’s getting out of the way when 
he bounces across the chamber Start the 
battle by hitting K. Rool with a barrel. 
You'll need to hit him four more times to 
win Run underneath K. Rool as he 
bounces around. When he settles down, 
he'll shoot three bolts at you two will fly 
high and the final one will be aimed at your 
ankles. Jump the low bolt, pick up the bar- 
rel and throw it at K Rool, then run under 
his bouncing passes and dodge the next 


wave of bolts, this time from the right and 
left sides of the chamber, Hit him with 


another barrel and scamper under the 
ſu the USA Call: 
yl-S00-288-0700 


bouncing attack Now K Rool will fly to the 
left side of the room and blast three low 
bolts Jump between the charges and hit 
him with a barrel You're one hit away from 
winning the battle Run beneath the 


A barrel always appears between K Roal’s elec- 
trical attacks Pick it up and throw it at K.Rool 


TOGA FAST FETS 


bounces, then dodge two waves of 
charges—one from the right side of the room 
and one from the left side of the room Now 
it's your turn Hit him with the final barrel to 
finish the battle. 


K.Rool’s bouncing attack is the toughest part of 
the battle Runbeneath him as he bounces up 


In rant Call: 
1-900-951-9900 


($150 per minute. Callers under 18 


=at >) | need parental parmission to call) į. 
CLAYFIGHTER 63 '⁄ 


1. What happened to Lady Liberty and Hobo 
Cop? | read about them in Volume 102. 

I: Thesa characters were removed from the 
game by the time it went into production. 


l: Who ts the best charactar to usa inthe 
game? 

Ai: its a tie between Earthworm Jim and 

~ Kung Pow They have the 1 ety 

of special Moves, — ~- 


Or write ta Counselors’ Comer 
PO Box 97033, Redmond, WA 98073-9733 _ 


a Dern ‘minute Calfers under 18 
ental permission togall} 


BLRST CORPS 


U How many ranks are there and what is 
the highest one? 

A: 31 The highest ore is called "You Can 
Stop Now” 

U Why do Sideswipe's jack hammer and 
Ballista’s missile launchar stop working? 


A: Do youhave ammoleft? Run over a crate 
to get more 


DR. FAHREN 2 ` 
i: How dol get out of Jim's Pond? 
A: Try riding up on the bubbles 


t Canl defeat the bunnies and caterpillars? 
A: Nope The tnck is to avoid them 


U How do] open the front door? 
I: collect 100% of the items end get the 


Front Door Key. 


VOLUME 104 © 


VE! 
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ENDS POWER EXELUS 


sf eo 
NAVs Enter to win a trip Fs 
Hie 


Ww 


Jour the SimuFlite facility 
Have a flight briefing wit Teal Flight Instructor! § 
Get behind the controls and — 
throttle up! Gi = 
* You'll actually pilot the simulator! 


Go to Paradigm 


= Entertainment, where ae 
= Aerofighters Assault YOU DON'T 


SEND IT IN! 


Fill gut the cord ond 
iti 
We'll tally 8 te for 


was developed! S 
d a Meet the developers! 
See hat they're working ¢ on now =... — We'll tally your ve 
e awer arts Gi 


= ANP be | x Sm From m enter you in the contest! 
ee Official Contest Rules 

9 No purchose necessary. Ta enter, mthet 

Jill nat the Player's Poll responso card or 

print your nome, address, telephone num- 

her, Vol. 104, and the answer to the mum 

questu on o plain 3 1/2" u S* card, Mail 
your entry to this address: 
NINTENDO POWER 

PLAYER $ POLL VOL 104 


PO-BOX 07062 
REDMOND, WA 96073-9762 


One entry per paranu, plesne Alleatren 
most be postmorked ec loter theo 
Febraory 1, 1098 We ora aot rezpansible 
for lost nr misdirected mail Un nı shout 
February 18, 1898, winnera will be ran- 
domly drawa from among oll eligible 


4 
| 
Í 
1 
a antris By eccapting their prizes, win- 
* 
| 
* 
J 


LP 25 winners 
The official shirt and hat of the 
Aerofighters Assault team! 
ii 


Aerofighters Assault 


ners cansent to the use of their names, 
photographs, orother likenesses for the 
purpose of advertinementa 01 promo- 
non on behalf of Bunte ndn Power mag- 
ozine end Nioteodo of America toc 
INOA? withoot further cumpaueetina 
Prizes am laid in one per hnanahokd 
Chances of winning are determined by 
the wiel number of entnes received 
The ratto of prizes to entry carda dis- 
trihutad in 764,980,000 So eshatitution 
of prizes is perwtted. Al prizes wil be 
worded. To rocarvo u hst uf winners 
— yom request in tha address ehove 
aften February 28, 1998. 

JAND PRIZE. Tho Grand Prize Winner 
wall win 2 trip for two to SimuFite 
Tieising Intornatiosal end Paradigm 
Entertaimnant, hoth located m Ollos, 
Texas, undan AeroFightwa Assaolt Game 
Pah for the Nintendn 64 Exact data ni the 
avent is to bo determined. H ander M. the 
winner must ha accompaniad by e parent 
or guaran. Hotel accommodations ard 
round-trip airfare we mcluied Estimoted 
total valoe of a0 prizes is $4,000 Some 
festnctions apply. Valid only m the US. 
and Canada Void whwve prohibited by law, 
Not open to employses of NDA, its offili- 
nies, agencies nr then ummadisto fomi- 
hes. This contest in subyect to all federal, 
atnto and local laws and regulations, 
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50 winners 
Nintendo 
Power T-shirts! 


D 1997 Video Syste sm Co. Ltd./ 
Paradigm Simulations ine, 


CIEE AS 

When two rats have to scramble thei ir 
through a sewer full of puzzles before.t thei: 
sets sail, there's good: reason to fidget. 


Ass 


F : * 
“of Aber ng 8 ee 
0 boun d e 3 is you try 
e hep 


“ay jetà ough d ee passage 

Leere TaM Hurdles that require 4 fte thinking: ail dete the ti 
Mya T ee ee 

filly. Lucky you—w 


Once you get 
to these 
crates, you'll 
need tohave 
Frankie make steps' have 
bim crop a block, have 
Freddie leap from it, then 
let Frankie pick it up and 
no Repeat until both ere 
at the top Now move the 
top block to the right for 
Freddies jump, and 
remember to 
bring a block 
along for 
more steps 
on the right 


D 


= 
= 


t 


igs the kind f, who 2 
es 10 being „ali — 


or inte, block. 
pued tr h 


Have either rat 3] 
get the spring, ** 
avoiding the spi- 


der Place it were shown 4 
and, making sure one rodent $ 
brings the block, bounce two. 
times and angle to reach the 
next platform 


1 Use hank toplace blocks where the map shows 
168 Bucs EG up Have 1 the first 


| block and go back and place it for Freddie, then get 
s= the second and putit where the mapshows Switch 
‘to Freddie and move him as far as you can, . 
Franke for an old block to repeat Continue until you 
reach where the spring is placed on the map 


| finish ) 


For the spring, drop down 

and pull Left on the Control 

Pad, Grab theleft spring. 

plocaſt at the edge, then 
nab the other one and bounce five times 
toward the right-hand platform. Drap the 
Spring into position, then take the block 
and bounce up to place it for Freddie 


J 

Frankie s first job is to get a block to place on 

the top level's second platform so Freddie can 

jump rattliy across. Todo this, Frankie must 

drop down ta the second level, walk over to 
got the block, then double back to place the block against the 
wall for later pickup. Then he has ta fall even lower (arming to 

f theleft) to grab a spring AH this for a iriend! And be sure, on 

the top level, to avoid the creeping snail 


P 
Wwe y ell U Lines CO) i . total time = 150 seconds 


At the top, hav 
Frankie nab the 
Spring and (gulp!) 
fall to the left. Ho'l pass it to 
Freddie, who can crawl over, 
drap down, and place the 
spring for himself, Remember 
to have Freddie woik over ta 
the left and turn the Jock! Then 
he can return and bounce for the block 
on the platform Withit, he i return to 
Frankie on two bounces of the spring 


- 
i ny Freddie can crawl through 
i N the low passage, so Frankie has 
A tohalphim out He must get the 
Spnng in the lower right, shoot- 
ing the turtle frst Next, have him place it on 
the crate for Freddie, who can bounce up to the 
left andwait Then use Frankie to nab the 
spring, jump up the platforms to the nght and 
over to the small mound There, have him piace 
the spring and bounce five timas to the top left 
and another spnng 


After unlocking the door 

with Freddie, bounce back 

up with the block, Thera, 

pass the block onto the 

wartung Frankia, Frankie, 

block inhand, should then 

make his way to the spring 
he left on the mound and swap them, 
placing the block and picking up the spring. By placing the 
block, he I be able to jump up and take the spring back to 
Freddie Once placed near Freddie, the spring will bounca them 
both towards tha fast stretch Watch out for turtles again! 


te! Now that they're both at the crate, hav Frankie place the 
block for Freddie to jump up. Noxt, have Freddie place the 


upper leval ta 
him drop and 
across to the crate with 


Have Frankie 
leap all the gaps, 
then travel the 
jet the black for 
Teddie. Make 
place the block at the first 
gap, then have thamhead 
Frankie carrying the block 
Get Freddie ta grab the spring. 


i spring so that he can leap to the platform and stand naxt to the locked gate. Now, “fier 


nabbing that spring, have Frankie travel down to the locked area below tha start Got 


him ta] ap and unlock the gate, then place the spring next to the wall, Frankie will need 


seven bounces to makeit to the top, pulling left on the seventh, but then the boys will 
be free to fun for the sewer and out! 
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hic yeu copes vach Jevel app male vm play and, 2 
you'll eiter'the Bonus tevel, Thurs you'll: Rave a chance t, 
tatir more les Art bullets. The Fame is 8 


è 
al 
9 
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M. n de bsc l yoar ‘aide: 
sctolling ster dick wach the Fidjiets. 
Wee Given ynu just K kate e the pux- 
Ales, facing“ Freddig -mif FrankieSjust 
Unduyt ta get-you startet There 
tevelsin all, ; 


Sew. 


before pie 


p g yout. waysthratgh 
the Alic: anch orti ‘ 


the root, Fos ge 


on 
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Jurassic Park started the fascination with former fossils, and The Lost World continued the 
craze. This month, THQ brings the amazing drama of the big-screen sequel to Game Boy in a 
Tii action gme that eet the excitement of The Lost World rushing back. 


01997 Universal Studios, Inc. 
Amblin Entertainment, Inc. 
51997 THO. 


i i THE LOST WORLD 
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YING ON THE ISLAN 

rtea pelts Lah at gh DE 
Your first quest is to collect 10 of the 12 

compy eggs that are hidden throughout this mostly 

subterranean stage. The eggs’ protective parents 

aren't terribly dangerous, so your main concern 

should be avoiding the stampeding stegosaurs. 


CRUSHING THE COMPIES 


These tiny terrors are easy to beat as {ong as you get 
down to their level Just repeatedly punch them froma 
crouched position and you'll finish them in no time 


“Light a git lay Beat he oh 
On the surface, your mission may sound rather simple: Explore eight 

areas of the tropical Isla Sorna in search of dinosaur eggs, DNA flasks, 

and data disks. Of course, the fact that the island 

is swarming with ferocious dinosaurs and 

BioSyn smugglers makes your quest much more 

dangerous than you could have imagined. With 

only a small gun, a grenade launcher, and your 

wits to protect you from peril, you'll have your 

work cut out for you. 


The cut scenes and mission briefings add a 
~ reol cinematic touch to the game and are @ 
mice contrast to the side-scrolling action 


oie ve hve lhl AUR a 


Picking up the ammo and health 
bonuses that litter the island is 
extremely important, since you have While they're sometimes 


only one life to finish a level. Luckily, . out in j gren cli 40 
M renades ere also hidden 
you'll earn a password every time 135 crates Punch them to 


you complete a section of the mis- 

sion, so if your character does perish, 

restarting a level won't be a problem. S ©) 

It also helps to know that you don’t The crosses may mend some 


have to defeat every enemy you e arcon 
J encounter in order to succeed. n 


S “KART 


( ) STEGOSAURS > 
You don't want to get too close 
4 


to the stegosaurs or you'll defi- 
nitely get trampled when they 
Stampede Just keep your distance 
from these big dines and use three 
grenades to bring them down 


rset 7 g mre 


Fiaker! IN HE | FOREST 


In this tree-lined level you'll need to 

play Tarzan as you leap along high and low 
limbs in search of ten pterodactyl eggs. But he pterodactyls like ta grab 

4 A f interlapers and drop them in 
you'll have to tread cautiously because BioSyn flight Either crouch ta avoid 
foot soldiers will confront you on the forest their clewsor give their 
floor while those high-flying pterodactyls will f enden de e 
try to carry you away from the treetops. 


if you're having problems getting off the ground, try leaping 
up ta these limbs to begin your search through the trees 


č 


THE LONG 


” This time your 
goal is to locate ten data 
disks in this labyrinthine labo- 
ratory, while doing your best to 
fight off rampaging raptors and 
an army of BioSyn soldiers, 
You'll notice that there is more 
than one way to successfully 
navigate this long level of cor- 
ridors and lifts, so study the 
map carefully before picking a 
preferred path. 


Thasa deadly dinos don't all These Biosyn soldiers are squirrely, 
behave the same way If they're 50 try crawling towards them until 
Just jogging back and forth, keep ‘they run your way, then pap up into 
your distance and hit them with a ron You'll black their pap if 
a menada If they eae yal you get into poston quickly 
en em 5 ce Nl. an on 
three times wit your gun once — ee unload with your fi 255 
you're freed from therr claws. 


O PATADSK GO SO HEART 
@ GRenapes @ SEED © diE 


ES WITH BIOSYN 


Allof the BioSyn 
fighters will remain 
s | stationary, so you 


1 s= | can just crawlup to 
7 ther positions and 
3 pummel ‘em with 
i 2 k ial your fists 


KICK FOR DAMAGE CONTROL 


— 


7 
+ 


‘LOST. IN THE ‘SUR B LABS 


LEB sth OF aee hte 


ae Sigh coed VHA 
Now you'll be deep underground, looking for ten DNA 

flasks in a lower section of the lab, Use care as you forage, 

because BioSyn troops are still on the move and the velociraptors 

are even more ravenous than they were in the last level. Also note 

that the lab’s corridors are connected through a network of doors 

that you can enter by pushing Up on the Control Pad, 


=) THE RAPTOR: AVUN 


The sub labs raptors will usually try to take you by surprise, 
so always be prepared to spray them with bullets. lf you use 
your weapons wisely and locate all of the clips, you should 
have plenty of ammo to complete this part of your misston. 


MAKING LONG LEAPS 


Tomake the challenging gint jump, stand back from the 1 0 
edge of a chasm and hald dawn the B Button. Now begin run- ‘aig 
hing towards the gap and press Q 
the A Button at the last second 
ta pull off a longer leap. 4 


©. DALAK @ GP O HEART 
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GOING 
UNDERGROUND 


It’s time to dig down deep as you explore the 
subterranean world of Isla Sorna. As you leap 
over lava pools and swim through darkened 
waters, don’t be surprised if you come nose to 
nose with an unknown species of dinosaur! 


Defeat thebig 
dinosaur by 
a porn behind Fan 
him and lobbing 
three grenedes 
at his back 


You can simply kick these 
bets out of the air to pick up 
a faw small crosses 


JOURNEY TO 
THE JETTY 


ORE TO 
nee, gal ae 
When you've conquered r 
fun-filled missions still await! The rest I 
eisland’s surface to th Ke n 


| 


Craw! until this dinosaur flips 


is tail unti hes defeated. 


EXPLORE 


A FINAL FOREST 


A nighttime quest for ten more pterodactyl eggs 
leads you once again to the treetops and the for- 
midable dangers of the forest. This time you'll ~ | 
face a mean triceratops that is totally immune to £ 
frontal attacks. In fact, this dino is so vicious that 
we advise that you avoid him altogether? S 


; 
As you did in the second level, ] 


19 to the lowest iimb to 
ead for to the treetops. f 


NOW MAKE | 
YOUR ESCAPE! 


u onto his back, then bomb 


In this level you'll need to make your 
way to Isla Sorna’s bay, while collect- 
ing a bundle of eggs in a series of 
underground caverns, Your troubles 
© begin when you encounter the hungry 
tpyrannosaurs that lurk around every 
turn and continue with the BioSyn sol- 
diers, who will block your path in 
every way possible. 


Your escape from the Lost World is short but sweet | 
as you battle those BioSyn smugglers for the last 
time. While you will have to spend some time in 
the water, you can be clever and stay mostly high 
and dry! 


dust crouch and thraw grenades 
to topple these tyrennoseurs. 


j 
J 
f 


f you don't 
want toget © 
Wet, ust 
keep jumping $ 
across the 
water! 5 
| 


You cen defeat the ses 
You'll have touse the long-leap snakes by running in behind 
a spear that you've fired 


technique to reach this ledge. 


es r 


LAST WORDS ON THE LOST WORLD 


You'll have-to-find your own way through the last four levels, but the tips. above should put you well on = 
your way to surviving and escaping from The Lost World. If walk softly and carry ample ammo, you'll 
) avoid becoming a fossil. yourself, * 
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ian Greeewood 
i will elow dowe eey speedeter. 
How fest cen you hleze through? 
Enter Trecks mode of DKR, ectivete Time 


Triel, floor it, then eend ue 
your hest time! 


Villege’s twieting tunnels 


INP 


Ie os tad 
gi thic 
Sule . 
im; 


Once you ve collected every 
item in DKL 3, you'll be eble to rece 


time through the Stilt rece? 


through 12 different erees 
in Time Atteck mode. We'll 
etart the first of our OKL 3 
chellenges off eesy'- 
Whet's your feeteet . 


in the Arwing, you can asi 
- dogfight with the ships ewarming 


tenk end show us just how sherp your 


over Ketine, but how meny cee ] 


you shoot dowa while driving ~ — 
the Lendmester tenk? Enter Katine 

in Time Triel mode, set the clock 

to five minutes, then kop inte th 


shooting is 
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RECON MISSION GOLDENEYE 007 WHERE AM I? 
47 Before James Bond can free the hostages from the Frigate, M needs DKR is as much about exploration 
— to have you to scout out the ship and relay some info back to z as it is about racing. Diddy’s 
A England, Sneak through the Frigate stage of GoldenEye 007 to find 


andered far off course. Can you 
the key elements that Her Majesty’s Secret Service is looking for, 5 uf 


figure out which track he’s on? 


j 1. What color is the flag at 6. How many light fixtures are Ii so, snap photos of your favorite 
— ö the front of the ship? on the ceiling of the cargo racer parked in both locales 
— a bay? — a and send your pics to us. We'll 
| 2. What two-digit number 7. In the room filled with nine randomly select 10 winners from 
= = is painted throughout the crates, how many circular all corrects 
| 7 side of the ship? _, vents are on the wall panel A 
wee 3. What code is painted on 4 eee ee if T 7 H 14 
rn the single cannon at the —— E 8” 822 * (i l N 
| 4 ship’s port? 8. How many windshield p ga” 7 
. What code is painted on wipers are on the cabins Ţ P 
the missile launcher at windows? i 


— the ship’s stern? - e 
eee 3. What letter is on the 9. in the communications : . Pu 755 
at outside wall by the cargo room behind the cabin, f 5 
— ome Zar bay door (by the heli. what region of the world 
does the second map from 


2 copter)? 
— the left depict? 
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in Super Marin RPG, can you déje t Exor without re f 
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Brice Willams i 
— —— enge ide las af. uf. achievements — — 
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i Fastest Times for Glacier Coast (Vol. 99) You're an e ee A l le DI 
E Ammy Yoder => a] aliflers, Surf To WWW RCO =A. Jimbe lend Mee lens ee 
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Rob t Coulson chen AZ W TO BE PICTURE PERFECT „ Super Mano 64 
Hrd RIE Monel A ees tt phat wel orb WS 
1 ee $ your high cord. Dim the lights and then take a E No therr Aer i 


O 71 Donkey Kong Country 3 D 
Pi Kongs Double Trouble! 
o fastest Times fo. s 


7 few photos without a flash. © tf youlre taking a photo 
h. ofa Game. = place tt an a flat surfaces Wi 


1 ur name, address and Member Number on the g Seem Sta roroa aaa 
ten Solomon Monteliir, NJ back of your photo. -The Arena challenges feajured = hyrule- The Legend of Zalda 77 
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[Wel ea We 


The 3-D graphics feature smooth, lifelike 
animation, and the modeling and texturing make it easy 
to recognize the wrestlers of the WCW and NWO 
Occasionally you'll notice an arm punching straight 
through another wrestler’s chest, but for the most part 
the graphics are top rank. 

LSPA The great thing about this game is that 
you can do a lot with- 
out knowing a lot, 
which makes it per- 
fect for multiplayer 
matches when one or 
more players may be 
new to the game But 
if you study the vari- 
ous grappling moves 


and attacks, you'll 
find that WCW vs NWO has quite a bitof depth, as well 


fab This is just what a wrestling game NE 


should be: It features tons of moves, lots of wrestlers, 
good options including handicaps, and the slightly 
gonzo atmosphere of the rea! thing 
LSA] Ae As a multiplayer game, WCW vs NWO 
is terrific. It’s also fun as a One- player game 

MAY The music is high-energy and the crowd noises 
correspond to the action in the ring. 
L | More real than pro wrestling 
itself-no really Scott P You can feel their 
pain Sor This game is rad All the 
wrestlers have their signature moves Erich 
Henry liked this game a little too much and 
that scares me 


GRAPHICS-7M PLAY CONTROL=7.8 CAME DESIEN=B.S SATISFACTION=8.1 souND=7.1 


NINTENDO POWER 


The six 
courses cover a lot of 
ground, irom tradi- 
tional snowy slopes 

to a night course and 
il a grass course on 
| which you board 
Í through villages and 
pastures Don't let 
the young Took of the characters fool you. Snowboard 
Kids is fun for any age 
PLAY W The Control Stick is set up to mimic the 
manner that snowboarders shift their weight when turning 
By pushing left or right and back on the stick, you'll turn 
sharply Once you learn this technique, the rest 15 easy 


even more courses, E 
Atlus did include enough modes of pay to keep fe 
courses fresh, including the Board Game mode in which 
you earn money for upgrading and painting your board. 
The use of items for attacking your opponents adds more 
depth to the game So far, this is the only snowboarding 
game that has taken the Marto Kart route 
There’s something satisfying about any 
game in which you can knock off your opponents using 
snowballs or a frying pan It also keeps you on your toes 
The ktd’s voices are high-pitched, like car- 

toon mice, but the music has a euro-tech sound 

Sonya It's surprisingly fun 
Coming out of nowhere, } think it could be a 
hit Jason it’s not so cute that your stomach f 
turns Terry Just plain fun 


„9  SATISFACTION=7.7 sound=6.7 


a} Gametek used digitized video of are 
host, Alex Trebek, to create a close connection between this 
N64 game and the popular game show. The set of Jeopardy! 
was recreated in 3-D, although without much more success 
than the rather flat results from Wheel of Fortune Still, graph- 
Ics are almost inconsequential to the enjoyment of this game 
BP Reset Lers just say that the requirements of 
play control in Jeopardy! don’t tax the system, but one nice 
touch is that some actions can be activated by a bution 
| CAL Gametek placed its emphasis on the use 
of categories and answers that are indistinguishable from 
those used on the TV show The video of Trebek and the 
use of digitized audio further enhances the connection 
between video game and TV show 
Ese lf you like quiz games, you'll love 
Jeopardy! Gametek may not have done incredible things 


with the graphics, but 
Jeopardy! ts still a kick 
Although the game ts only 32 megabits in size, 
It manages to include a lot of voice and the very recog- 
nizable music and themes from the TV show 
rry 1 love this game until the questions $ 
start to repeat, which can happen once = you tum off the game. M 
t / had a nickel 
ie every question | 
got night, Id have, 
hike, 45 cents it 
can be pretty 
humbling 
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OVERALL RATING 


. oe 106 megabits 


1 or 2 players simuttaneously 


e 9 fighters 


e Controller ang Aumble Pak compatible 


„ Trading feature 


HEI Brigh, polygonal figures whirl, leap, duck 
and batile on platforms set amidst various exotic settings. 
The animation frame rate seems lower than other 3-D 
fighters for the N64, but the game plays very fast 

A g Quick response ıs the most important 
control issue for any tournament fighter, and Fighter's 
Destiny has it with both the default Control Pad and the 
Control Stick option. 
BAT The 
moves are in four cate- 
gones normal, aerial, 
special and escape 
The game is unlike 
other toumament fight 
ers in that it approach- 
es fighting like a sport, 


© Acclalm/2 Megablts 
„ player 
Passwords 

„ stages 

+ 3 bosses 


Good animation and —_ clear characters 
mark this Game Boy side-scroller as a meaty dish for 
action fans Like all Game Boy titles from Acclaim, this 
one does not support Super Game Boy enhancements. 
LHA Turok handles pretty well in side- 
scrolling format He runs, jumps, squats, climbs and 
swims—ust like in the N64 game He also uses the same 
huge assortment of 
|. weapons Selection of 
the correct weapon 
| for facing different 
enemies turns out to 
be one of the greatest 
challenges. 

| TATA The 


idea was to stay close 


© NINTENDO POWER 


GRAPHICS=7.2 PLAY CONTROL=G.8 GAME DESICN=6.2 SaHSF Hun-. A sounD-6.4 Bi 


each fight, you must accumulate seven points to win, The 
options are very complete, including one that lets you alter 
the size of the ring itself and change the award points for 
different moves In Master made you eam new skills as you 
win matches, just don’t lose to the joker 

Ete Fare it you want a different kind of fighting * 


game, this is it. Fighter’s Destiny is easy to learn, but 
there’ 


By 


s enough depth to keep you in the ring. 
i} The voice messages get old quickly, but 
the music is well suited to the speed and energy 
of the play 
Lahe Scott P Its mce to see a fighting 
game that relies on game play instead of gore 
Erich. The fighting engine isn't overly 
complex so it’s easy to pick up and enjoy 


to the eee Turok z 
game but to do ıt in a sıide-scrolfing format. You'll find 
the same items, enemies and areas in this Game Boy 
version, but, of course, the map layout ts quite different 
In appearance 

ETAT NM The action is constant and the eight 
worlds are large, giving players a lot of game for their 
money Obviously, you shouldn't expect the same 
immersive experience of the N64 Turok, but this is still 
a good game for its genre 

EB 8B The music and sound effects are surpris- 
ingly vared and high quality for an action 
game Dinosaur roars are not in evidence 
Heaney scott P Turok is a real 
treat Good play control and lots of action 
and variety 


Ire LOST WORLD 


Q THE ioe 


„ THO/4 Megabits 
„player 
passwords 


Is something eating you? In The Lost World, it probably is. 


FTE From compies to pterodactyls, The Lost World 
has dinosaurs coming out of the woodwork, or at least the 
woods On the Game Boy screen, you might not expect 
these cntiers to be as ferocious as on the silver screen, but 
the reality is a bit disappointing. The characters here, both 
human and dinosaur, seem overly small 
Neigen the Lost World is needlessly 
awkward because of its poor hit detection and delayed 
trigger actions while using weapons 

Hie The adventure on the new dino-infested 
island moves along side-scrolling paths with some interest. 
Ing detours and maze features Mission objectives are 
radioed in at the beginning of the stage, then you te on your 
own It’s fairly straight-forward action, though, just scrolling 
and shooting The password is a nice addition. 


isi The Lost World gives players an easy-to- 


EVALUATOAS 


Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power. They 
all have their favorite categories, but 
they play and evaluate every game 
we receive, Follow your favorite pro 
in each issue’s Now Playing. 


grasp game world for 
some Jurassic fun 
Once you get beyond 
the control issue, The 
Lost World can pro- 
vide a nice escape 
Ee Very stan- 
dard Game Boy 
sound, but you have 
the option to turn off 
the musıc, the sound effects, or both—the 
best choice 

MA Erich / may be all alone on 
this, but I think it’s entertaining Marty 

Too easy for my taste Terry. Something 
survived, and it’s really a shame. 


RATINGS | 


Each Power Meter category is weighted to refiect its i 
overall importance. We feel that Satisfaction and Game 
Design are the most important areas, closely followed 
by Play Control and Graphics. Sound tends to be le 


Derr 
eee, eee. 


AGE RATINGS 


These are the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro- 
priate ages for players. To contact 
the ESRB, call 1-800-771-3772, 


Games that were released 

pring to the commence- 

ment of the rath 
system are designate fie 


2080 nz 
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THIS 
MONTH 


NRA IN TNE ZONE “93 


Fiva on tive hoops arrives! 


FIFA: ROAD TO TNE WORLD CUP 98 


Ubi Soft takes the stick. 


CASTLEVANIA LEGENDS 


An adventure that nevar dies, 


100) NINTENOO POWER 


The inside source for all 


Nintendo News. 


NO HOL 
BARRED 


REPORTING IN THE 
NEW PAK WATCH 


ma : 
ews is good, but it’s slippery To 

1 Mae understand it, you have to grab it 
and wrestle it to the ground until it coughs 
up a good story Thats our philosophy at 
Pak Watch You've probably noticed the 
change in the appearance of this month's 
column. it's not just bold headlines, though 
The new Pak Watch will focus on the most 


“Other magazine 
editors assume 
that we've seen 


sonetine even 
before a gane 
exists.” 


important gaming news every month and 
help you understand What's behind the 
hype. We'll give you our first impressions of 
games as we play them for the first 
time-usually months before other mags 


even see screen shots We'll let you know 
What's really happening at Nintendo and 
third party publishers, not what rumors are 
floating around In short, we want Pak 
Watch readers to be the best-informed 
gamers in the world 


Hard-nosed, 

rhino reporting 

When we talk to other magazine editors, 
they assume that we've seen everything, 
sometimes even before a game exists That's 
often true, because we receive many games 
when they're as early as 30% to 40% com- 
plete As for news of new games, you'll read 
about the deals here before the ink is dry on 
the contracts, like Ocean's hcense with 
Warner Bros to produce three Looney 
Tunes games for the N64, which you can 
read about this month But enough self-pro- 
motion Check out the new Pak Watch, 
paying particular attention to the red- 
stamped special articles, then let us know 
what you think 


AN 1 
FROM NINTE 


EAD GROUP First lox 


S uddenly, 1t’s a two horse race in the 
category of N64 snowboard racing 
sims Up until now, it's been all Twisted 
Edge, which incidentally will be published 
by Midway, probably in 
April 8efore that hap- 
pens, though, it is very 
likely that Nintendo’s 
snowboard entry will 
have been in the stores 
for several weeks, or 
longer. This month we 
take a look at the first 
spectacular screen shots of EAD’s 1080 
Snowboarding and report on the game’s 
play and features. 


As lovely as a tree 


1080 Snowboarding may be poetry in 
action, with graphics, animation, 
effects and play control that com- 
bine to feel something like Wave 
Race 64, but is it as lovely as a tree? 
That's hard to say, but we can report 
that this game does have killer trees. 
As you fly through narrow, forest 
trails overhung with branches, you'll 
get the picture, and it may take your 
breath away or knock you complete- 
ly unconscious 


Here's looking 
at 1080 


Here's the scoop At least six 
courses will be included 
in the final game, each 
with jumps, varied ter- 
rain, stunning alpine 
backgrounds and spe- 
cial effects. You'll 
choose from among six 
characters, each with 
special abilities or attrib- 
utes. Five game modes [ 
will include challenge 
mode, time attack, two- 
player VS., practice and 
stunt mode, all in a 96- 
megabit Pak Of course, 


tt will be Rumble Pak compati- 
ble, and the game will save your 
progress in the Game Pak One of 
the coolest parts of 1080 1s some- 
Eg thng you 
can't see- 
the feel of 
the nde As you slip 
and slide or carve your 
edge into the snow, 
you feel the suriace. 
Different surfaces, like 
hard-pack, ice or pow- 
der, all have their own unique feel, and that 
feel is conveyed to the player in the way the 
board handles You truly feel the snow. If all 
this sounds a bit too poetic, wait until you 
plug in the game this March when Nintendo 
releases it 


Natural and man made jumps, like this cabin roof, give 
boarders plenty of opportunities to catch air 
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Pak Play 


Wands-on previews of upcoming ganes. 


IN THE ZONE 


WITH KONAMI’S LATEST 
SPORTS SUPERSTAR 


wW hen we first met Glen Rice at E3, 
* the NBA star seemed more inter- 
ested in playing Star Fox than in talking 
about his endorsement for a basketball 


game that didn’t even exist n demo form at 
the time That’s probably changed now that 


N8A In The Zone '98 is complete If Glen 
doesn’t get enough hoop action with the 
Hornets, he can dish up some more at 
home on his N64, and Fox McCloud can 
take a breather 


The NBA on NEU 


NBA In the Zone '98 falls somewhere 
between arcade b-ball blitzes like Ng Jam 
and N8A Hangtime and true simulations 
such as EA Sport's NSA Live series and 
Nintendo’s upcoming N8A Courtside 


(Subscribers. check out the special pre- 
views in the subscriber bonus section of 
this month’s Power for more on Courtside.) 
In the Zone features five-on-five, full-court 
action with all NSA teams and players, 
except for Michael Jordan. We think it’s 
going to be a hot ticket for players who 
want a quick b-ball fix 


The Year of Konami? 


Our 80% preview version exhibited fast 
action and impressive animation—two def- 
imite pluses, Players choose from multiple 
camera angles and zooms while spectacu- 
lar dunk shots are replayed in dramatic 
close-ups Most players closely resemble 
their real N8A counterparts, as well, and 
the game has full, 12-man rosters Play 
seemed very realistic, although the comput- 
er squad was a little sloppy with the ball, 
and the controls were easy to understand 
and master. The game supports the Rumble 
Pak and four-player action in VS and 
Season modes NSA In the Zone 98 will be 
released in February about the same time as 
Konami's Nagano Winter Olympics ‘98 
That’s an impressive beginning to a year 
that has Konami written all over it 


“The gane 
supports the 
Rumble Pak and 
four-player 
action 
in Vs. and 

Season modes.” 


You can flip through the camera options to 
get the best angle on the action 


Following a spectacular move like this, In the 
Zone gives you a close-up replay 


FIFA 64 GROUNDED 
FIFA ‘98 GETS GROUND UP 
REDESIGN FOR WORLD CUP 


F IFA Road To The World Cup '9 

doesn’t feel or look like a 5 to 
last year’s FIFA 64. The new soccer game 
from EA Sports challenges Konami's ISS 
64 in ways that surprised all of us here at 
Pak Watch Without a doubt, the new 
FIFA takes the soccer animation crown 
Excellent lighting, textures, animation 
and frame rate combine to give you an 
almost broadcast-quality experience. 
Sweet tt Is 


It’s a11 in the gane 


Ease of control was an important issue 


for EA Sports to address, especially in 
light of the intuitive control of ISS 64 
FIFA World Cup ’98 bridges the gap You 
can play with just two buttons, but the 
use of extra buttons will add to the depth 
of the game It’s a good bal The 
opening song on the title screen, Song 
#2 from Blur, also surprised us Options 


include friendly 
matches for up 
to four players, 
the Road to the 
World Cup 98 
mode, League 
mode, Training, 
and Penaity 
Shootout. 
Players can cus: 
tomize their 
teams by trading 
players, switching teams, 
and editing individual 
players. (Incidentally, the 
players are the real 
thing) The game even 
includes text in seven 
languages It should be 
the talk of the soccer 
world when it’s released 
in February ‘98. 


. 
een 


i 


The new FIFA boasts 
some of the most reals- 
uc graphics in any game 
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Konami bytes 


Konami's fourth Castlevania title for 
Game Boy arrives just in time to whet 
the appetites of Castlevania fans who 
have been waiting patiently for Dracula 
64 In Castlevania Legends, the vampire 
hunter turns out to be a fearless whip- 
toting young lady from the Belmont clan 
Other than her ponytail, you probably 
won't notice a [ot of difference between 
the new hero and the brothers and 


cousins who came before her The 
action is classic Castlevania side- 
scrolling, hopping, cltmbing, and col 
lecting weapons and hearts. This game 
came out of the woodwork at Konami, 
which ıs notorious for keeping projects 
hushed up until they are complete The 
result is that you may find this game in 
the store by the time you read this arti- 
cle For Castlevania fans, even that 1s 
probably not soon enough. 


The quack is back 


Sunsoft, once one of the most prolific 
publishers for the NES and Super NES, is 
getting back into the game with some 


@ unnd power 


new N64 and Game Boy titles The first 
is a Game Boy version of Maui Mallard 
in Dark Shadow that closely resembles 
the unsung, but high quality Super NES 
game of the same name Once again, a 
Donald Duck clone plays the role of 
Maul Mallard, a south seas private eye 
out to find a mojo idol of great power 
The levels and game play are very close 
to the original game, but if you never 
played that Maul, this Maui has it all and 
it's probably less expensive With all of 
its intense Game Boy action, Maui may 
send you quacktng 


Dragon Quest lite 


Enix plans to ride the Pocket Monsters 
craze in Japan by introducing Japanese 
RPG fans to the first Game Boy title 
based on the Dragon Quest series 
Dragon Quest Monsters: Terry's 
Wonderland is scheduled for release this 
spring It stars a character from a previ- 
ous DQ game (but, he’s not our 
esteemed Power colleague and RPG ace, 
Terry Munson) For gamers who don't 
mind the small screen, the adventure 
should be pretty big in this RPG 
Japanese players shouldn’t expect to 
trade monsters, though. Dragon Quest 
Monsters follows the traditional form of 
previous DQ games. As for North 
American plans, Entx has not indicated 
whether it plans to release the game 
here At this time it seems unlikely since 
Entx USA has all but closed up shop, but 
the Japanese company may be willing to 
license the title to a western publisher 
Epic fans should cross their fingers 
and swords 


Ring rage 

Tanto is another publisher we haven't 
heard from in a while, but it seems that 
the Game Boy market is currently so hot 
that no one can stay away. Taito jumps 
back into the thick of things with a fight- 
ing game called Ring Rage Not to be mis- 


Bigeye RO RI RE 
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taken for the NES boxing game, Ring 
King, thts martial artsAwrestiing game fea- 
tures plenty of moves and good animation 
on the small screen Maybe WCW VS 
NWO isn’t the only game in town for 
fight fans 


AcsroGeuge 


So, what is the meaning of the sub-title 
Racing Revolution of Sky Steppers? We 
don’t have a clue, but it has something to 
do with AeroGauge, ASCII’s futuristic 
racer for the N64 What we do know ıs 
that this speedy Pak puts you in control of 
one of several jet hover cars with a range 
of attributes (or an N64 Controller cat) 
and asks you to fly at high speed through 


tunnels, canyons, cities and other danger- 
ous locations You don't have weapons, 
but you can take plenty of damage if you 
crash AeroGauge features a Grand Prix 
circuit, a time trial and two-player VS 
mode. Special boost techniques and 
shortcuts help you take the lead and keep 
It. We'll have a full review next month, 
and maybe we'll figure out what the sub- 
title means by then 


COMING SOON 
OCEAN GOES 


AND OTHER NEWS 


Ocean of Amertca told Pak Watch that, by the 
time we print this story, it will have closed a 
deal with Warner Bros. to pro a 
three N64 games based on Looney Tunes prop- 
erties- Inking the deal starts th: 
ball rolling, but it takes time to c 
so don’t expect anything before late ‘98 to 
early 99 Ocean says that it will spread devel 
opment arout 
developed by French 
fe „ where Mission” Impossible ıs 
g final changes In addition to the 
Looney Tunes games, Ocean has signed up 


velopment 
a game 


the games may 
partner, 


Wetrix, a puzzle game from a British company 
called Zed Two and an action game calle 


and should he 
ady by midyear It sounds as if Ocean ıs 
y to flood North America wi 
ate-breaking news out of Japan is that 
Imagineer plans to join the snowboard club 
with Snow Speeder for the N64 In fact, We ve 
seen some video tape footage of the game, 
which turns out to have alpine skiing as well as 
hoarding In the two-player mode, competitors 
can square off, one on a board and one on skis 
Midway reports that every Midway arcade 
game will make its way to the N64 The 
illustrious list will mclude Rush The Rock (the 
sequel to San Francisco Rush), Off Road 
Challenge wath n Stewart, Mortal Kombat 
IV (currently in the works at Eurocom) and the 
current aracade hit, NFL Blitz, which brings 
ntense, NBA Jam type action to the video foot- 
ball field for the first ume Several of the N64 


versions are already in the works at Midway 
and elsewhere The NFL Blitz N64 game 
reportedly is undergoing development at 


Midway’s Chicago arcade HQ 
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The Nintendo Power Input Phone Challenge 


We're giving away 64 of each prize! Entering the contest is 
easy as L, 2 Just call 1 


Have pen and paper ready Dial the number-hey, it’s a free 
call! You'll be connected to Nintendo Power's NU Game 
Center Using a touch-tone phone, you'll be asked to enter 
your unique Member Number ts the 9-digit number that 
appears on the mailing label of your magazine 


EXAMPLE: MBR 01234567-8 
Find your # and S 


write it here il 


aan 


2. When your Member Number has been verified and 
accepted, you'll move on to a series of questions regarding 
Nintendo, Nintendo Power and Nintendo games. Use your 
touch-tone phone to NPUT (input) the answer for each ques- 
tion as prompted 


If all questions are answered correctly, you'll qualify for our 
NPUT Prize Pool The prize you receive will be selected by the 
Nintendo Power NPUT computer The call should only last a 
couple of minutes, but before the call ends you'll know if 
you've won a prize and what that prize is We'll match your 
Member Number to the prize you’ve won (if any) and we'll 
send it out to you 


(1_-228.749-8936) 


. 5 


F-ZERO 
TUROK 
NBA crs" 


À. 
TS 
TREIA 
All prizes will he yi 1 
18 fess than the n 5 le raa a supplemental draw- al C 
ing will be held additonal prize winners from those 


entrants who did nd lly qualify for a prize This drawing, if nec- ki IM i 0 
essary, will be held of February 27, 1998 By accepting their RM 4 J „ 
prizes, winners consi of their names, photographs, or other 

$ likenesses for the put ſreruse ments or promotions on behalf of 
“Nintendo Power” ne and Nintendo of America inc (NOA) 


> without further compensation Game Pak prize titles and Controller 
Golors will he chosen by the Nintendo Power staff Valid only in the 
US and Canada Contest void where prohibited by law For a hst of 
prize winners, available after March 15, 1998, send your request to 
NINTENDO POWER NPUT WINNERS LIST, PO Box 97062, 
Redmond, WA 98073-9762. 
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F-ZERO RACING HAS 
ADVANCED A LIGHT- 
YEAR SINCE I. BUT 

SOME THINGS NEVER 

CHANGE. SPEED IS 

STILL THE ULTIMATE 


THRILL IN THE GALAHY. 


F-Zera, the best racer of the 16-bit era, now has a worthy 
successor F-Zero X appeared on the test track for the first 
time at Space World in Japan, where we took it for a spin, 
F-Zero X defines speed, 
graceful analog control and 
power, If Extreme-G was 
captivating, F-Zero X 1s 
exhilarating. This is the N64 
on steroids, pushing poly- 
gons faster than you can 
believe through looping 
tracks, half-pipes, and over 
jumps, all between charged 
rails that will do a whole lot 
more than chew off your 
chrome if you make first contact Dozens of cars, drivers 
and tracks give it impressive dimensions. The best game 
designers, Nintendo’s own EAD, in the world give it class. 


— — 


mE 00 1655 


F-Zero X vehicles float above the high-tech track on mag- 
netic cushions that reduce friction and increase speed to 
breathless levels. But, if you hit the electrified side rails, your 
car will take damage Sorne cars are built like tanks and can 
absorb the shock of rails and other cars smashing into them 


But some light and maneuverable vehicles crumple on con- 
tact In F-Zero X, you'll choose from one of approximately 
30 vehicles and eight drivers with varying skills Once 
you're in your car, you'll have the best control Galactic 
Credits can buy The k and Z Buttons últ the car to bank 
through sharp turns But the single biggest change in this 3- 
D reincarnation of F. Zero is the camera control Smoothly 
zoom the camera position toward or away from your car, 
then rotate the position 
of the camera any- 
where around the 
vehicle li you feel so 
disposed, you can even 
move the camera in 
front of the vehicle in 
order to see the compe- 
tition eating your dust. 


Twenty-thousand? Not yet F-Zero 
X has three main leagues and one 
master league that you'll access 
only after completing the first three 
leagues. For those of you who 
never experienced the thrill of the 
original F-Zero, a league is like a 
circuit in other racing games. The Jack League 1s for 
beginning racers, while the Queen and King Leagues will 
test experts Each league will have about six courses. A 
race lasts ftve laps, but you can customize the number of 
laps required for victory. The courses are longer than in 
the original game, with each lap lasting several minutes 


Perhaps the most welcome 
improvement in the N64 
F-Zero X is the inclusion of 
the multiplayer mode Four 
drivers can now battle for 
supremacy of the space 
- tracks. In the multiplayer 
mode, several types of races will be available, including 
head-to-head and racing in a full field of cars 


No matter how good a game 1s, eventually you will win 
every race with every car, and then what? Or will you? 
With F-Zero X, you many never run out of new courses 
because ıt is being designed with an open architecture 
that allows for the addition of future tracks, cars and 
characters to be added via the 64DD. How it would work 
goes something like this: You buy F-Zero X when it’s 
released as a Game Pak. When additional features are 
available on the 64DD, you buy a disk or download the 
Information to a disk. In Japan, plans are already in the 
works to place high-tech kiosks in stores where 
64DD programs can be downloaded. The idea 1s to pro- 
vide a low-cost extension to the life of a game This may 
sound almost too good to be true, but its happening And 
there’s more. 


Upgrading and adding to games is cool, but for many 
players, the ultimate in interactive fun will come from 
designing their own tracks and challenging their friends. 
On the 64DD extended game, players will find a com- 
prehensive track editor According 
to Mr. Miyamoto, you'll be able to 
create loops, curves, energy 
boosts, narrow passages and long 
jumps that are almost impossible to 
cross all the elements you find in 
other F-Zero X tracks Make them 
tough, make them easy, make them 
long or short or as twisted as a 
plate of spaghetti You'll be able to 
save tracks on the 64DD game disk for as 
long as you like, and best of all, you'll be 
able to exchange your tracks with your 
friends The possibilities for custom tracks 
are virtually infinite, so F-Zero X is likely to 
be the first video game in history that has 
no end So when does the fun begin? We 
expect F-Zero X to arrive in North America 
by August or September 


Tur CREATA 
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Enter the exclusive domain of David Dientsbier, director, 
producer and creator of Turok and Turok 2 for 
Acclaim. Although the modern office 
building that holds Iguana 
Entertainment may be built 
of stone, steel and glass, 
David's world is built of 
aliens, jungles, fantastic cities 
and incredible weapons, not to 
mention enough SCls to choke an 
elephant. David is a vision guy as 
well as an avid gamer “I think about 
things that | would respond to if } were 
playing.” Sounds like the man to talk to 


CREATION 
Ne 

"The process for creating Jhe 40 or so characters that 

you'll find in Turok 2 begins Vt a concept document,” 

says David “lt write down in detai what the worlds of the 

game will be like, what sort of societies you! Il find there, 

what the architecture is like and so an. ! 
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TUROK 2 


IN THE HEART OF TEXAS, A NEW TUROK 
ADVENTURE IS TAKING FORM AT 
IGUANA ENTERTAINMENT. IT MAY WELL 
BE THE SHAPE OF FUTURE GAMING. 


that includes the native populations that are found there“ 
David and his team of world class programmers, artists 
and designers introduced us to an outstanding cast of 
characters in the original Turok, one of the biggest hits on 
the N64 to date, but clearly that was just the beginning 
Our goal is to take Turok 2 to places no other game has 
been There will be things that Turok players recognize, 
but we intend to push the limits,” he says 
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One of the surprises in store for 
players this August, when Turok 
2 ıs scheduled to be released, ıs 
that families of character-types 
will be found in different worlds 
Remember the Pur-lins, the giant 
ground-pounders from Turok? 
Imagine a society composed of 
ral branches of Pur-lin soci- 


MADB kom simple ogres to 
Se den eapon-toters. In 
eu to advance to a 


theirre 
it gent really up to it 


nip 0 us,” David explains. That jealousy 
9 15 they 
fying; to build h 
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e he Wander 
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fh, Turok Dinosaur Hunter, 
“They make a triumphant return,” 
“But most of the creatures and 


We- -dwething leaders it 
vid's favorite grou 

Avid announces. 

families are new” 


Some of the inspiration for Turok 2 comes from what 
David considers the best video games, games such as 
Zelda and Super Mario Bros “I love games where you 
have to explore, where you can look up, see a bridge and 
wonder, hey, how did | miss that, and how do I get there? 
Turok 2 ıs going to be very non-linear You'll have to revis- 
tt and explore areas to discover weapons, keys or clues to 
use in a later area ” We don’t know a lot about individual 
stages yet, but we do know that they will be huge, giving 
players many viriual square miles of gaming territory to 
roam We also know that each world will be a unique 
place full of special creatures that evolved there As for 
the Campaigner, he’s gone, of course (You finshed him 
off in Turok Dinosaur Hunter) The new villain comes 
from a story written by Acclaim comics He's bigger, 
tougher, badder,” says David Sounds like a guy who eats 
raptors for breakfast 


IF eee: 


When we visited Iguana recently, we were blown away 
by the look and animation of the creatures The Turok 2 
artists one of the most talented N64 development groups 
in the world-take David's basic direc 
tion and create 3-D models with soft- 
skinned textures using the same 
basic technique as the one used in 
Diddy Kong}Racing One benefit 
of thiss4t Saves on poly- 
gon counts, Mbich frees up 
memory for other ,things. Another 
benefit 1s that the characters look realistic 


when they move because 
joints are smooth The 
Turok 2 team adds 
even more realism in 
their animation “We 
don't use motion capture 
for aliens,“ David explains, “because 
we don’t want them to look like people in costumes.” 
Instead, the animators create logical movements for each 
type of creature Some of the motion 1s based on the 
artist's observation of living creatures like insects, and all 
of it ts highly detailed Players will see emotion on the 
faces of characters, moving jaws as they roar, bouncing 
bellies as they walk and other touches that convey a sense 
of reality Iguana also uses tweening techniques to blend 
animations together The overall effect is hypnotic The 
creatures of Turok 2 actually seem to breathe, and they 
seem to get mad, as well, particularly if you're pointing a 
plasma blaster at them 


a a od Anger 


Much of Turok 2 1s still in the works or being kept under 
wraps at this point, but it promises to be one of the gam- 
ing events of the year. Iguana and Acclaim have shown 
the ability to innovate and create technically sophisticat- 
ed games for the N64 such as the original Turok and NFL 
Quarterback Club ‘98. We expect Turok 2 will be just as 
breathtaking, and more fun than a cave full of Pur-lins 
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BACELLENU 


THE NEXT BEST THING TO A 
COURTSIDE SEAT 


Henry Sterchi ıs a man on a mission. He's the producer 
for NBA Courtside, a joint project between Nintendo 
and Left Field Productions, expected to arrive in stores 
this spring If all 
goes according to 
plan, NBA 
Courtside will be a 
Rumble Pak-com- 
patible, sports 
simulation for one 
to four players that 
plays like an 
arcade- style bas- 
ketbal] game. But 
easy play control 
is only the beginning—Henry expects that the game’s 
new proprietary antmation and stunning sound will be 
the next best thing to a real courtside seat. 

“We want the game to capture the feeling of being 
on the court,” explains Stercht “A lot of other basket- 
ball games strictly take the television camera perspec- 
tive, and we think that’s overdone and old We're trying 
to do a blend of courtside action with brief, dramatic 
camera angles throughout the arena ” 


THE “00000H” FACTOR 


Watch a reai NBA game and you'll invariably end up talk- 
ing about a stunning play or an awesome move made by 
a player. Cool moves are a big part of NBA Courtside 

“We want animation in the game that will make 
gamers gasp—say ‘oooooht’—even if they lost the ball on 
the play,” Sterchi adds “We motion-captured all of the 
moves we could imagine—flashy passes, post- up stuff, 
even if we didn’t think we could fit it all in the game We 
want a ton of animation, as long as 1t gives a real sense of 
fluid movement“ 


SEAMLESS ANIMATION 


To accomplish this, Left Field created a proprietary anı- 
mation system that uses motion blending. This is the 
process of combining one move, like a run, with 
another move, such as a jump shot, without a gap in 
the action The system mathematically interpolates 
between the moves and joins the action to make it look 
seamless One result is that NBA Courtside’s instant 
replay mode doesn't have the fluttery action found in 
many sports games. 

The game’s animation also looks incredibly human 
As a player bles the ball up the court, he'll crane 
his neck to seek out an open teammate Whenever the 
ball ıs launched at the rim, the players near the hoop 


Orlando 


Los Angeles 


will turn and watch, following the arc of the ball until 
it swishes through the net. Even the hands on every 
player are rendered and animated 


A GAME WITHIN A GAME 


NBA Courtside is easy to learn. Gamers can pass and shoot 
using the A and B Buttons and move using the Control Stick 
As players get used to the game, they can expand their play- 
ing style by adding moves using other buttons Sterchi 
knows multiple moves won't help a game without superb 
play control 
“The response on the Control Stick isn’t just intuitive, its 
exact If you push the stick left, your player will tum 
let—without hesitaton—you‘re in complete control of 
everything,” he explains “if someone steals the ball from 
you, it’s because you made a mental error, not because 
you pressed a button 
3 s and nothing happened. 
33 MapemTEMoDoOS) We're taking the offen- 
ji sive and defensive 
matchups and making ıt 
into a game within a 
game, and gamers will 
realize this as they play” 


COURTSIDE SOUNDS 


Much of NBA Courtside's 96-megabit programming 
space is dedicated to sound When complete, game 
sounds will include player names, nicknames, referee 
calls, and special arena sound effects To get the right 
acoustics, the 
design team took a 
DAT recorder to 
several NBA games 
and collected actu- 
al crowd noise and 


reactions. 
“Overall 1 think 

we have 1,100 

sound samples 


right now, but I'm 
not sure how many 
we'll have when the 
game is released,” Henry 
says. “We found that the 
sound effects weren't 
enough We wanted a 
real public address guy to 
announce the player's 
names, so we hired Vic 
Orlando, the PA 
announcer for the Seattle 
SuperSonics.” 

“The hardest thing 
about this job,” laughs 
Vic Orlando, is probably 
pronouncing names like 
Vitaly Potapenko ” A cen- 
ter for the Cleveland 
Cavaliers, Potapenko is 
just one of almost 450 
NBA players planned for 
the game During a 
recent recording session, 
Henry made Vic repeat 
Potapenko’s name sever- 
al times to ensure that Cavalier fans would feel like 
they're sitting courtside in Cleveland's Gund Arena 
These guys sweat the details like pros in the playoffs 


CASTLEVANIA 
AND DRAC 
ARE BACK 


For the first time in the enduring, 
almost immortal 
Castlevania won't be a side- 

scroller but, rather, a 3-D adventure 
Like Super Mario 64, Konami's 
Dracula 3-D will have a second-person 
perspective, but that’s where the similarities end No car- 
toony pals No happy kingdoms instead, Dracula 3-D 
will bring players up close to Castlevania’s 19th-century 
world of action and horror So close, in fact, you can 
practically smell the fear, not to mention the garlic 
Game Director Takeo Vakushij describes the adventure’s 
atmosphere as “terrifying, but beautiful” For research, 
he’s been watching vampire period tilms such as Bram 
Stoker's Dracula and Interview with a Vampire And 
while the overall feel of the game is dark, the sun will 


series, 


nevertheless play a crucial role 


NEAR DARK 


To help in the hunt for nocturnal vampires, players can 
consult a clack item to keep track of the setting sun At 
night, from around 7 
pm to 5 am, the 
bloodthirsty can 
freely roam to paint 
the town red, but 
once day creeps up, 
they must seek 
refuge from the sun 


THIS SUMMER, THE SUN WiLL BE OUT, 
AND SO WILL THE VAMPIRES WHEN 
KONAMt RESURRECTS DRACULA AND 
CASTLEVANIA FOR THE NEA. 


“Day changes to mght every 15 minutes, but we're still 
debating this length of time,” Yakushıjı explains Planning 
where to be when the sun sets Is vital for survival, so play- 
ers must budget their time. By day, players will have a 
safer time exploring, but some doors and gates will open 
only at night “Also,” he adds, “enemies will be more 
powerful during the full moon Anꝗ not ali vampires will 
sleep during the day; some may stay up lurking indoors or 
in shadowy areas Others may even pretend to be vil- 
lagers imprisoned by vampires, only to go for your jugu- 
lar once the lights go out 


BELMONT THE 
VAMPIRE SLAYER 


Character interaction 
will stake a juicy 
claim in Dracula 3-D 
to transfuse more 
adventure elements 
into Castlevania than 
ever before Players 
will be able to adven- 
ture as one of four diverse vampire slayers (gamers won't 
be able to switch characters mid- game), and each char- 
acter will have a unique personality, plus special powers 
and personalized ending sequences The main hero ıs 
Schneider Belmont, a descendent of Dracula who inter- 
prets the recent monster sightings and disappearances of 
children near Castlevania as a sign of Dracula’s resurrec- 
tion While Schneider seeks to destroy the Count to sever 
the Belmont family’s blood ties from its bat-caver lineage, 
the other three characters—Cornell Reimbhart, Carrie 
Eastfield and Kola—have their own personal vampire 
vendettas motivating them 


THE LOST BOYS 
AND GN. 


For Cornell Reinhart, laying Dracula to rest means the vin 
dication of his sister, Eida Reinhart: Dracula's curse con- 
demned the Reinharts to being werewolves, but the siblings 
believed that the vampire and the curse were gone forever 
Dracula reawakened, however, reviving the Reinhart curse 
as well as the monsters in Castlevania’s woods 

While Cornell and 
Eida were desperately 
struggling to save a 
child from a monster, 
they regressed into 
werewolves The 
townspeople, over- 
looking the siblings’ 
heroic efforts, feared 
the pair's powers and 
unjustly executed Eida 
for being evil. Enraged, 
Cornell tumed against 
his town and vowed to 
destroy Dracula and 
his curse 

Carrie Eastfield also 
believes herself to be 
cursed by Dracula 
and that only he will 
be able to unlock the 
mysteries of her psy- 
chic abilities. Like the 
Reinharts, 12-year-old 
Carrie was misunder- 
stood by her peers and 
was labeled as evil, 
even though she used 
her powers for peace- 
ful things, such as 
magically causing flowers to bloom in the winter. 

Only the fourth character, hulking Kola, remains 
cloaked in mystery. However, Yakushy hints, “Kola can- 
not become a vampire, but you'll have to use your magi- 
nation at this point to figure out why” Schneider, Cornell 
and Carrie, on the other hand, can become vampires, and 
once bitten, must work quickly to avoid transforming com- 
pletely into bloodsuckers Kola may be unable to become 
a vampire, but the other characters will have their own 
special advantages And regardless of whom players use, 
thew character could very well stumble across the other 
playable characters, who may or may not act as allies 


NEW BLOOD 


Dracula 3-D introduces pints and pinis of new gaming 
elements to Castlevania Gone is the heart meter, 
replaced by a new power meter that decreases whenever 
a player uses a character's 
unique special attack Gamers 
will also be able to wield 
weapons (including primitive 
machines such as Kola’s chain 
saw} in three dimensions by 
using the A Button to brandish them and the Control Stick 
to aim And now, items will be hidden in rooms rather 
than coming from candelabras “Plus, 
there will be an item exchange system,” 
Yakushiji asserts “A man will bring you 
items and ask you to sign a contract 
Then, you must do something for him ” 
But he warns, “It’s not good to call on 
him too often ” Every decision a 
player makes will make a difference 
Throughout Dracula 3-D there are “branch points,” and 
the choices a player makes will affect where the story and 
mission will branch to next. 

So what is next for Dracula 3-D? Yakushiji is currently 
experimenting with adding dramatic cinema scenes, 
sound effects and dialogue, along with music that lives up 
to the Castlevania soundtrack standard. In the meantime, 
Dracula 3-D is being capa- 
bly fine tuned by Yakushıjı, 
a Castlevania ian himself 
“I've adored the Castlevania 
series since | was just a 
gamer,” Yakushiji enthuses. 
“I'm very excited to finally 
have the chance to work on 
the series as a game direc- 
tor!” We're excited, too 
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Not just any fool would arm 
himself with a False Teeth Guu. 


But then, EWJ isn’t just any fool. 
Aud this isn’t just any game. 


1 IN? IDE JR? ein alien working in fast food And let's not forget the cows 
2 he mere fact that we have them eating grass, has noth- 

` 8 Ing to do with their full capability as advanced bovine life- 

Earthworm Jim fans expect three main typo the \ forms,” Hewitt preaches. Thus, EWJ3D introduces the 


wormy superhero’s games lots of actions@ twisted sense Bovine Special Elite, or bulls in berets 
of humor, and cows. From its opening scene, 


Stephen Hewitt, Games Designer at Vis InteraCuvé, tlre 
developers of EWJ3-D, describes the game’s' H Scene 
as a parody of the james Bond movie open gStingèd-— | lect-the-thingies shoot-em-up, and we've maintained all 
with a “worm with the golden cow” theme. Th: 2 this while providing puzzle elements and the extra 
stark raving intro sets the stage for Jim's dimension,” Hewitt asserts Jim will get to 
latest mission. battling the demons in g vor through six 3-D environments that 
his head ¢ ke platform play and nonlinear 
When a stray cow lands on Ji aming The game levels each 
nt a part of Jim's subcon- 
f such as Fear, a forest filled 
(oh im’s horror movie memo- 
n Fantasy, the worm real- 
of being a cow- 
modem, urban- 


“Other Jim games were predominantly a get-to-the-end/col- 


been scattered throughout the \ a 
demented regyong, of his mind 
“Because 


‘Aggression, he wages barn- 
yard warfare Everything's a 
tad bit warped in lim's spa- 
cious head, so in the final 
level, Childhood, Jim 
returns to the boardwalk 
he visited as a larva, only 
Alen to find the fairgrounds 
ps, a giant with a boob tube mutated by radiation 
head, and Fatty Roswell, an obese Cut scenes, cartoon 


music, and spoken dia- 
logue (possibly courtesy of 
Dan Castellaneta, the voice 
of EW) and Homer 
Simpson on TV) also figure 
into this one-player shrink 
session Moreover, as in 
previous EW) games, each 
level will contain pop cul- 
ture references aplenty, 


and strategy, and a hidden 
arsenal of screwball weaponry, including the Goldféh Gun, 
Gnome Gun, and the new and fnghtenmeg; Pump Pack. 
“This breakthrough allows bean-enef J i 
ously transmuted (by a highly secret procestwith 


super-suit) into .uh...upward lift and a on er (a 
noise,” Hewitt reveals 

The methane-powered action of inenga 
Jim 3-D blows into stores this spring, and He 
us that all will enjoy the game “Unleds,” He 
they re scared of cold, slimy things, case, tl 
just have to remember that he’s on thi and that i 
can be cute, soft and fluffy” We Ea gue secon 
thoughts about Kirby. 


AN INRA Law sii 
URTHIORM T 


Though we're no Barbara Walters (c'est la vie), 


tried our hand at some interviewing by. talking to 


the worm himself. 


NP» Your N64 debut was in Clay Fighter 63 V. How do you 
feel about being second banana to the blobby brawlers? 


EW). Second banana? Ha! Earthworm Jim laughs in the face 
of the overtipe fruit of villainy! I am the mighty kumquat of 
justice, the kiwifruit of righteousness, the em other fruit 
things Above all, | am. A WORM! (And have you seen 
what worms do with wet earth???) Ha! Ha! Bring on your 
strange and unusual soft soil deposits, I say 


varying styles of game play ò 


nothing. about Mud-· fu but 
rbd Pocket J 
cbt. seah covers are 

55 4 3 ong of .efme 
e certo 4 
U i 


rthworm 


NP: How did you train for 
the fight? 


EW] Four long years have 
I studied beneath the tail 
fins of the Great Mystic 

Mud-Guppy Hard won 
were the century- 
old secrets he 
patiently 
taught jn the lost arts of 
“Macrame (pity he knew 


ight 


Ap. Why should people it 
hike your new game? 


EWJ- Other 25 just 
don’t offer the chance to 
get nght into the mind of a super-hero Who ıs he? Why 
‘Hoes he do what he does? And perhaps most importantly 
Why S there"pizza in here?? 


ts sof surprises do you have up your 


ats next t store for Earthworm fim? 
EW): Pummeling? 
NP. Who's your favorite Spice Girl? 


EW Princess \Wosger’ Name, ever since she had that part- 
time Job at Taco Bell | once tned to cal! her Royally Spicy, 
but she wasn’t impressed 


NP. if you could\be a tree, what kind would you be? 


EWJ. Ah. um. uh could I be a still life of 
unusual fruit instead? 


Epic UPDATE 
As the anticipated first RPG for the N64, Quest 64 will 
have a lot of fan expectations to live up to We had a 
chance to play the latest pre-alpha version of the 
game, which ts a bit farther along than the version we 
reported on back in Volume 100. We also had a 
z gary chance to talk to THQ 
Senior Vice-President 
Mike Haller, who 1s 
closely involved with 
the Quest 64 project. 
From what we could 
see, THQ Is pulling out 
all the stops to ensure 
that Quest 64 lives up 
to fan expectations— 
and then some. 


FREEDOM or MOVEMENT 
Though Quest 64 ıs far from complete, much of the basic 
“mechanical” framework is now in place In the previous 
version, we could explore only a limited area, but in this 
version, we were able to roam freely about the country- 
side, strolling along dirt paths and through flowering 
fields between a small village and a walled city The 
experience was very much like Super Mario 64, with 
large, well-animated figures and a great sense of freedom. 


There’s a lot more work to be done, 
but the latest version of Quest 64 
shows the beginnings of an 
immersing, intriguing epic. 


There were boundaries, of course, but we didn’t ever fee! 
closed in or restricted. 

The animation was so Mario-like, we often wanted to 
jump on top of rocks and other objects, but, for better or 
worse, you won't have (or need) this ability in the final 
game. On the upside, we truly had the sense of being in 
a wide, open space, and we were always wondering what 
was around the comer or over the next hill 


CRYSTAL Compar 


Combat in Quest 64 
will be based on four 
types of magical 
crystals, with nary a 
sword in sight In the 
version we played, 
combat was real- 
tme rather than 
turn-based, but char- 
acters needed a few 
seconds between 
attacks to recharge, so there was still a “my turn, your 
turn” feel to ıt. 

During combat, the camera swooped dramatically 
around the battlefield: Each spell had its own animated 
sequence, which was played out 
from a different angle each time it 
was cast The animations changed 
slightly as our spells increased in 
power, but we hope there will be 
more variety in the final versions, 
just to keep things from becoming 
repetitive The overall effect, howev- 
er, was much more dynamic and 
exciting than what we've seen in 
past RPGs 

One side-effect of 3-D movement 
and combat was the problem of get- 
ting turned around during a fight. 
Enemies could attack from any direc- 
tion, and our character would turn to 
face them automatically After a fight 
was over, we often could not tell 
which direction we'd come from, 
and we spent a lot of time backtrack- 
ing We eventually suggested to the 
development team that a compass be 
added to the main screen 


MyTH-inc Links 


Game mechanics are only half the 
story, so we tumed to Mike Haller 
for news on Quest 64's plot “The 
overall story and character motiva- 
tions from the Japanese version may 
not translate well for the North 
American audience,“ he said, “so 
we plan on hiring a Hollywood 
screenwriter to come up with some- 
thing exciting that will appeal here.” 

According to Haller, much of what 
we've reported on the game's story will 


be changed, not the 5 
least of which will be 
character names “In the 
Japanese version, you have 
names from different cultures and 
elements from different mythologies,” Haller observed. 
“1 think we'll be going with a Celtic theme, keeping it in 
one mythology” 

Haller also revealed that 
there will be multiple char- 
acters and paths, and possi- 
bly multiple endings. “Your 
character's friends will have 
a big effect on steering you 
through the game and 
determining which path 
you follow, but we're still 
wondering how to work 
them into it, mechanically 
and dramatically” Does 
this mean that Quest 64 
might not use the tradition- 
al “party” system that most 
RPGs employ? Haller 
would say only that he was 
committed to “making the 
characters logical, active 
and important to you.” 


FUTURE 
Quest 


With so many details to 
work out, Haller said that 
Quest 64 will likely be 
pushed back to the second 
quarter, possibly to an 
April or a May release. He 
also revealed that Quest 
64 would be merely the 
first of several RPGs that 
will bear the THQ label 
We can only hope that the 
good Mr Haller is a man 
of his word 
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r The Taking 


Ten years ago a massive scientific exper- 
iment on earth went wrong, wiping out 
the atmosphere and destroying almost 
all life on the planet Now the entire 
solar system has been condemned by a 
galactic tribunal Anything and every- 
thing that can be salvaged from the 
planet is up for grabs This universal 
proclamation is an open invitation for 
looters, free-loading scum and other slimy opportunists 
Acclaim’s Forsaken is still in the early development 
stages, but we had the opportunity to explore some of the 
levels in the game's multiplayer mode The game's 


ASHEN 


Vow are a ruthless rogue riding a turii- 
charged, antigrav cycle through the 
ruins uf earth. Fint nuf if youve gut 

what it takes to br a hightech ro 

warrior in the world of Krrlains Porsaden, 


premise 1s fun-sort of a 
futuristic adaptation of the 
Road Warrior 
series. As a player in 
Forsaken, you assume the 
role of a ruthless rogue on 
a high flying, armed anti- 
gravity bike called a 
pioncycle. The game 
action unfolds from a first- 
person perspective, siml- 
lar to Descent 

In the game’s multiplayer mode, you and up to three 
frends can chase, race, twist and turn through dizzying 
3-D environments, collecting weapons and other loot to 
enhance the performance of your cycles After you've 
armed yourself with one of the 25 different weapons in 
game, you can hunt down your rivals and blast them into 
proton particles 

Forsaken will feature a one-player mode, but it’s far too 
early to speculate on specific details in this feature. A 
basic story line is planned for thirteen to fifteen characters 
featured in the game Depending on the character you 
select, you may be out to make your fortune or magnify 
your infamous reputation As you rip through the dusty, 
radioactive ruins on your anti-gravity ploncycle, gene 
mutanis and other rivals will be waiting to take a bloody 
cut out of your share of the profit While Forsaken sounds 
like a lot of fancy flying and sharp shooting, strategy plays 
a big role in this game The players know their proncycle’s 


movie 


strengths and weaknesses will be the 
Warriors that live to fly and fight another 
day 


Get Your Motor 
Running 


When completed, Forsaken may feature 
as many as fifteen different futuristic 
craft, all ranked according to Shot 
Power, Shield Strength, Acceleration 
and Weight As we played the mult- 
player game, we found that each of our 
game strategies depended on the 
strengths and weaknesses of the pioncy- 
cle we selected. Players riding bikes 
with strong Shot Power but weak Shield 
Strength ended up lurking in the shad- 
ows and taking out the enemies from a 
distance while players flying cycles 
with colossal Weight a massive Shield 
Strength engaged other players in bru- 
tal, close quarter combat Still, while 
the variety of bike characteristics 
enhanced the game’s replay value, it 
was the futuristic arenas and the multi- 
tude of weapon power-ups kept us beg- 
ging for more. 


Head Out On 
The Highway 


Since the earth no longer 
has an atmosphere in the 
Forsaken world, players will 
have to search for loot 
underground. Some of the 
early stages in the game 
Include an abandoned 
Nuclear Research Center, a 
top secret Military Research 
Base, a crumbling, Ancient 


Temple, a 
volatile vol- 
canic Thermal 
Power Station, and an 

Intact and overgrown Biosphere 
We found that we couldn’t just 
ride in and grab the loot—we had 
to dodge spike traps, navigate 
through whirling turbine fans, 
swerve around falling ceilings 
and rolling boulders to reach 
secret areas 


Looking For 
Adventure? 


Forsaken will feature over 25 
types of conventional and high 
tech weaponry, ranging from guns 
to missiles to smart mines. These 
weapons are spread throughout 
the levels, although the mast pow- 
erful devices are usually the hard- 
est to find We found that big guns 
didn’t imply better firepower, 
since large weapons rocked our 
bikes with a shuddering recoil, 
often affecting our pioncycle's 
steering and speed. 

The game's real-time lighting 
effect is one of its coolest features 
We noticed that the flash from an 
explosion casts momentary shad- 
ows on the walls around our 
bikes, giving us the chance to spot 
the shadow of an enemy pioncy- 
cle or smart mines lurking around 
the corner 

Count on more information and 
game strategies in Nintendo 
Power as Forsaken is prepared for 
release this spring or summer 
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HOPING THEIR QUESTIONS WILL BE CHOSEN FOR His ON-LINE COLUMN. 
COME WITH US AS WE LOOK AT THE MIND AND MANNERS OF 
DAN OWSEN, AND SEE FOR YOURSELF WHY SO MANY PEOPLE WANT To 


THE MAN T 


DAN “TNE MAN” OWSEN NAS WORKED AT NINTENDD FOR 

OVER EIGHT YEARS IN PUBLICATIDNS AND Propuct DEVELOPMENT. 
NDW NE'S BACK IN PUBLICATIONS AS INTERNET SITE PRODUCER 
AND WRITER FOR DUR DFFICIAL WEB SITE, NINTENDO Power 
SDURCE (WWW.NINTENDO.CDM). DAN'S EXPERIENCE AND UNIDUE 
INSIDER'S PERSPECTIVE MADE NIM THE PERFECT CNDICE TO WRITE 
A WEEKLY Q&A COLUMN FOR DUR SITE, WHICN NES DDNE FOR 
JUST ABDUT A YEAR. “ASK DAN” Is NDW DNE DF TNE MOST PDPU- 
LAR FEATURES AT NINTENDD POWER SDURCE ÎWNICN WAS 
REDESIGNED IN LATE NDVEMBER, BY TNE WAY), AND WE DECIDED 
TD TAKE A LODK AT SOME ASK DAN NIGNLIGNTS DF 1997. 


A lot of the questions that Dan receives are, nut surpris- A: 


ingly, about upcoming games and hardware. If Dan 
doesn’t have an answer at his fingertips, you can bet that 
he'll try his best to root out the truth. 


O ase sonus 


E MISSION 


0 

0 
Q Will there be sequels for Super Mario RPG, Super 
Mario 64 and Donkey Kong Country for Nintendo 642—FA 


0 

@ Super Mario RPG 2 and Super Mags 64 2 have been 
announced, but there are no release dates Mr. Miyamoto has 
said that many things that didn't make it into the first game {such 
as being able to ride Yoshi) would be in the sequel AH 
Donkey Kong” has appeared on future game fists in Japanese 
magazines, but it has not been officially announced 


a 
Q 7 Somebody ıs spreading rumors that the Nintendo 6 
platform is being dumped for DVD Is this rumor or fact? ~ 
—Bayne be. fa 


0 ä —— 

This is a rumor. There are no plans for any DVD 
attachment or system for the Nintendo 64. They're probably 
getting this confused with the Nintendo 64 Disk Drive. 


| heard that Eidos Interactive wants to develop Tomb 
Raider for the N64, but that Nintendo has to ask them to do it. 
Does Nintendo not want Tomb Raider on the N64? 
—Gamemastr5 


0 
A | heard that too, and that didn’t quite make sense to me 
Nintendo wont ask a company to develop a game unless we want 
to publish it under the Nintendo label. We have our own charac- 
ters, so if Nintendo wanted to do a game like that, why not make 
it with Samus? J don’t think there would be any resistance to TR on 


Q: CAN You TELL ME HOW TO 
GET NINJA Mario” IN 
SUPER a Mare 64? 


the N64, but we prefer unique games or unique versions of games. 
If Eidds created an all-new, N64-exclusive version of TR, that 
would be way cool! Editors note we later discovered that there 
had been discussions between Nintendo and Eidos concerning a 
possible Tomb Raider 2 game for the N64, but Eidos subsequent- 
ly signed an exclusive agreement with Sony for this title) 


As some of you may know, Dan once spent several months in Japan 
working closely with Shigeru Miyamota’s development team to 
write English screen text for The Legend of Zelda: A Link to the Past 
and The Legend of Zelda: Link's Awakening. He also lent his vocal 
talents to Super Metroid and the original Star Fox. With numerous 
connections within Nintendo and the rest of the gaming industry, 
Dan has a lot of reliable sources he can turn to for answers. 


3 U those pictures of EarthBound 64 (that appeared in 

Nintendo Power and on Nintendo Power Source) real- 

time phatos of game play? Or are they just fancy shots you put 
togetherto make the game look cool?—Jake 


e 
A: For this question, l'Il turn to Mr Benimaru Itoh, the self 
described “Crazy Art Director” for E64: “Yes, the pictures are from 
actual work in progress. £64 uses real-time 3-D rendering, but we 
will also use pre-rendered pictures for objects in the far distance 
Fortunately, E64 is not an action game, so we can use the NA 
CPU performance for high quality pictures rather than game speed: 
Also, the Nintendo 64’s anti-alias effects are great’ Thats why our 
picture quality is much better than before Hurray for the N64” \~ 


e 
$ What ıs this | have been hearing about Link getting older 
tn Zelda 64? —Shrubey 


a 
A f heard this too, but Mr. Miyamoto doesn’t want to reveal 
much about it right now. Perhaps time will pass in the game, of 
different chapters of the game will take place in different time per 
ods. Mr Itoh said they were thinking about doing this in 
EarthBound 64, too g 


e b 

: Hey Dan, I am eagerly awaiting Zelda 64, and I heard. 
somewhere that it would have a lot of voices in it PLEEEEASE do 
NOT give Link a voice! I hate it when video game characters, akter 
years of successful silence, are given crappy voices.—Mike 


r 
0 

A Mule brings up an interesting point So far, I haven’t heard 
anything about it, but if had to guess, I'd say there probably won't 
be a lot of voices in Zelda 64 1 think 
Mr Miyamoto would rather use the 
memory on other things 1 know 
that Mr M. likes to leave things to 
the players imagination That 1s 
why he doesn’t call Mario a 
plumber and why there isn’t really a 
detailed story behind any of the Mario 
games He feels players should be free 
to have their own image and 
world for Mano I heard it took 
them a long time to give Mario 
a voice in Super Mario 64 


DARK 
DAN 


At times there seem to be two Dan Owsens: Nice Dan, who 
goes out of his way to be helpful, and Dark Dan, who is as like- 
ly to ridicule you as give you a straight answer. Dan makes no 
apologies for his sarcastic side, but we think he’s sometimes dri- 
ven to extremes by the questions he receives. For example, he’s 
gotten countless questions on whether Luigi and “Ninja Mario” 
are in Super Mario 64. Despite repeated denials, he still hears 
this rumor every week. He’s gone from such playful replies as, 
“A ninja never reveals his secrets,” and “I'd tell you, but then 
Vd have to kill you,” to flaming anyone who even mentions the 
subject. Here are a few more examples of Dark Dan at work. 


Q: Is RARE MAKING A SPICE 
GIRLS GAME? 


€ 


Is there a code on MK Trilogy that makes Mario a 
playable character? If so, what is it: Brett 


0 
A ® Here's the code: U, R, L, A, M, E. For the M ard the E, 
go grab some of your alphabet blocks (I know you have some} 
and play with them for a while. Soon Mortal Mario will come 
and perform a babality on you! 


° 

® Hi, Dan, This is an odd question and is probably just 
a rumor, but is Rare making a Spice Girls game? It just seems a 
likely possibility because Rare is a British company and the 
Spice Girls are from there —-StephenF 


° 

A: You are so fired! | think it would be cool if they made 
a Spice Girls versus Samurai Pizza Cats game (you all know 
how I feel about the Samurai Pizza Cats)! Actually, | did hear 
that the Spice Girls will star in a Playstation game. Now if that 
isn't yet another reason why the N64 Is a better system, ! don’t 
know what ts. 


2 What ever happened to Captain N. The Game Master? 
—Crowell 


Asper sonus 


EEE 


B 


WE 
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Check out our redesigned web site at wwwnintendo com—new look, 
but all the same gaming goodness you've come to expect! 


At 


Prictvoda ko the News 
r S 


Long-time fans will remember Captain N as a charac 
ter Nintendo used on an early, automated phone line for tips 
Well, he drove off into the sunset in his white Trans-Am, wear- 
ing his belt buckle with the holographic eyeball and a back seat 
full of Cheetos. In other words, he’s gone, hopefully for good 


. 

© Iwas wondering if Nintendo could make a sequel to 
DKC 3 for Nintendo 64 Will it be possible to kill off Cranky 
Kong, because I hate Cranky Kong! 
—Cyra 


I can't say for sure if a 64-bit version of Donkey Kong 
Is in the works, but kill Cranky Kong? No way-Cranky rulest!! 
In case you couldn't tell, he’s the role model for “Ask Dan.“ 


db 
arric SD 


Be sure to stop ny Nintendo Power Source every week to see 
whether Nice Dan or Dark Danis onduty 


THE GOOD, THE BAD, 
AND THE WEIRD 


We admit, it could be that Dan is just a cranky guy. Then 
again, what would you do if you received gems like these in 
your e-mail box? 


0 

Q s Mr Miyamoto has said that one of the disadvantages 
video games have compared to other mediums is that the size 
and shape of the screen is a fixed, whereas comics have panels 
of every shape and size imaginable. Might Nintendo develop a 
game in which the player turns the TV on its side to change the 
Proportions of the viewing area? How about a Game Boy game 
in which the player must hold it upside down? 

—Dr. Cossack 


0 
A: Dr. Cossack, you must be one of those frustrated, mad 
professors How many people do you know who would tum 
their televisions on their sides? My wife would kill me if 1 tried 
to do that. And playing a Game Boy game upside-down? No, 
Mr. Bond, ! expect all the blood would run to your head and 
cause you to get really dizzy] 


P I know that 
in Star Fox 64 there’s a 
code to have invinci- 
bility, stage save fea- 
ture. plus you can 
play the whole game 
on foot the entire way, 
and fly Great Fox. Plus 
in Pilotwings you can 
fight World War 3, 
play as Meca Hawk 
and have a submarine. 
Its all there! It's all true! But Mr. Miyamoto doesn’t approve the 
codes so they re not released and people can get in big trouble 
if they give them out. This is a conspiracy, Nintendo has a con- 
spiracy! | am telling the truth, | want to be heard! There’s over 


Q: This is A HUGE 
CONSPIRACY! 


1,500 codes on the N64 that were not approved by Miyamoto, 
or NOA. This is a HUGE conspiracy, the N-FILES!! THIS 1S 
TRUE AND YOU PROBABLY KNOW IT IS!!! 


P.S. I got this information from a very good friend of mine who 
works for Nintendo. 1 couldn't believe it 
—EricB 


A 0 
@ Sounds like somebody's been 


eating too much sugar-coated cereal.. 
Nintendo Power Source categorically 
denies that any of the above codes, cheats 
and fantasies exist in any Nintendo games. 
Eric, you won't hear the black heli- 
copters coming for you, because 
they’re in whisper mode .. 


WHY ask ME? Because I’M THE 
ANSWER MAN! EVERY WEEK, I'LI DIG 
INTO MY E-MAIL BAG ANO PULL OUT A 
FEW OF THE MDST INTERESTING ANO 
THOUGHTFUL DUESTIONS TD ANSWER. 
LL ACCEPT ONE OUESTIDN PER E- 
MAIL, UNLESS THERE'S A VERY GO0O 
REASDN FOR A FEW RELATED OUES~ 
TIONS, BUT KEEP THEM SHDRT. You 
CAN ASK ANYTHING YOU WANT, BUT | 
RESERVE THE RIDHT TD IGNDRE OR 
RIOICULE PEOPLE WHD SENO IN STUPIO 
QUESTIONS. IF YOU DON'T WANT YOUR 
E-MAIL ADDRESS ANCLUDEO IF | USE 
YOUR OUESTION, PLEASE TELL ME. 
ra 


: \ 
` \ 


SEND YOUR 
QUESTIONS TO: 
Ask_DAN@NINTENDO.COM. 
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p 64 for 
h the N64 
Welcome to the second 
annual Top 64 Tips for the 
N64! Not only have we round- 
ed up the best tips and 
tricks of the past year, we've 
also roped a whole herd of 
brand-new codes as a bonus 
to you, our loyal subscribers. 
Just/look for the “Bonus” 
logo to spot these never- 
before-seen blockbusters. 
This exclusive feature is just 
our way. of thanking you, and 
we'll continue to bring you 
the inside scoop on the N64 
throughout the New Year! 
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H you're told to try something 


else,” this trick won't work os 
thet building. 


We'll begin with this little gem for 
Blast Corps. Park your vehicle 
right next to a building or between... 
two buildings so that the driver 
will not be able to get out. Press 
and hold the Z Button, You'll hear 
the driver scream, Doh!“ as he 
tries to open his door. If. You're 
lucky, the building on the driver's 
side of the vehicle will come tum- 


bling down after a few seconds. 
This trick seems to work best with 
the Backlash dump truck. 


it should come as no surprise that 
you can find hidden characters in 5 
Clayfighter 63%, and these guys x 
are as funny as they are deadly. 

You must enter both codes on the 

Character Select screen. To acti- 

vate the surprisingly agile Sumo K 
Santa, hold the L Button and press 
A, bottom C, right C, top C, left C 
and B. To make the insidious Dr. 
Kiln appear, hold the L Button and 
press B, left C, top C, right C, bot- 


He knows if you've been bed 
or good! Does this mean we 
won't get any presents? 


tom C and A. 


Go to the Span Screes to 
select the Secret Options 
option. (Say thet three 
times fast! 


We love this hidden menu 
because you can use it to change 
the fighters’ body sizes, change 
the tones of their voices, set the 
Claytality timer, and more, On the 
Character Select screen, hold the 
1 Button and press top C, right C, 
left C, bottom C, B and A. Try the 
Massive Bodies and the High 
Voices or the Itty Bitty Bodies with 
the Low Voices. You'll probably be 
laughing too hard to fight! 


Simultangously press L, R and A 
or B at any time during a bout to 
taunt your, oppeneht mercilessly, / 
Fach. fighter has a unique taunt, 
“and same may have. more than 

keep in ‘mind, though, that 

ing will leave you wide open 
5 an attack. 


Oh, yoan? You =i what army! 
Yeah, I'm talking to you, lampy! 


Fast. Cars Faster 


Normally when two players run 
the cross-country race, ‘only: ithe 
winner of the circuit will receive. 
a car upgrade, but with this trick, 

both drivérs will be rewarded! Be 
sure that hoth drivers choose dif- 
ferent save files and different 
cars. Now start across the coun- 
try. After the Washington D.C. 
race begins, pause your game and 
: exit. Press the Reset Button on the 
a Control Deck. Using Controller 1, 
start a one-player game. Select 
Player One’s save file and finish 
the D.C. race: for an upgrade. 
Now reset the N64 again. Using 


=== 


Both drivers should select 
different files and dif- 
farant e 0 


race for another upgrade. we 


e 


Be sure to use the Reset 
Button for this trick. De not 
tum off the power at any time. 


Manic Menu 


To enable the special Features 

menu, enter? TJLBDFWBFGVIVVB . 

as your password. You'll start on od 
Level 1, hut you can then use any 
password or load a game from a 
Controller Pak: 


Controller , finish Player Two's: . 


You mest aster a code belore 
the Title screen fades. away. 


You'll see oach victory scene. 
without all the muss and | Juss, 
9 of combat, 


To spare you the pain and agony 
of beating the game with each 
fighter, here are codes you can 
enter on the Title screen to 
see each character's game- 
ending cinema scene. There are 
ten codes in all, but each one 
begins with the same control 
sequence. Using the’ Control 
Pad, press Up, left C, R Button, 
Right and Down, Now immedi- 
ately press either the l Button 
or the R Button twice and then 
press A, B or ony one of the C 
Buttons. If the Title screen fades 
before you complete a code, 
turn the N64 off and on 'bgforo 
you try again. 


Rolling Stone 


We've been finding all sorts of 
trick names for Extreme-G, but 
this one is the most fur, Begin a 
game and go to the Options 
screen fo change your name to 
“roller.” You and all your oppo- 
nents will become boulders! 


It may look kind of chunky, b hut 
your rock can haull 


— DK Mode 


Talk about having Tae 
ing targat! 


To enable the DK Mode cheat, 
complete the Runway stage 
within five minutes on Agent 
level. Activate the DK Mode, 
cheat to give everyone huge 
heads and floor-length~arms, 
just like a certain popular Nin- 
tendo game character.” 


7215 
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License to Clone 


To play a multiplayer game with 
three of the same character, first 
set the match to four players. 
Now select characters, with 
Player Four taking the person to 
be copied. Go back to the 
Options screen and set the match 
to three players. Now have Player 


Player Four. Go back to the 
Options screen and set the num- 
ber of players to two. Now have 
Player Two select the same char- 
acter as Players Three and Four. 
Set the number of players to four 
and press Start, 


This trick can also he used with 
thraa players. Try a Team game with 
two clonas against a lone agast! 


No Radar 


For another great multiplayer ` 
cheat, complete the Frigate stage eed J 

in four-and-a-half minutes on the h 
Secret Agent level. Once the No 1 

Radar cheat, is activated, all radar 1 
screens in Live and Let Die mode 


This cheat will really stir tha 
pot Coma oat, came aut, 
wherever you are. 


Three select the same person as 


„ Invisible 


— 


To . thesinyisibility cheat, 
complete the Archives wii thin one 
minute and twenty ie 00 
Agent. Your may sense 
your presence, but they won't fire 
at what they can’t see. 


allows you to carry one 
of gun in one hand and a dif- 
type of gun in the other. 
jm o two pairs of guns, making 


n, set your weapons to 
ond pair, Now cycle back- 
through your weapons 
old the A Button, and 
your weapons cycle for- 

ss Z twice), and then 


4 


Callect two DD44s and A 
Klobbs in the Mier * 4 
Archives. pe 


w? 


Try this trick in tandam with 
tha All Guns code. Soma ot į 
the camhos are devastating! : 


switch, the switching 
ill stop, and you'll be 
mixed pair of guns! 


Fast and Slow 

To enable the Fast Animation 
cheat {all enemies move very 
quickly), complete the the Silo in 
three minutes on the Agent diffi- 
culty level. To enable Slow 
Animation (all enemies move very 
slowly}, complete the Depot in 
one minute and forty seconds on 
the Secret Agent difficulty level. 


You can ture up of tone dowe 
the ditticulty on any level 
with these cheats. 


(224. p|SIDER BONUS 


Guns and Ammo 


To enable the All Guns cheat, 
complete the Egyptian Temple in 
six minutes on the 00 Agent diffi- r 
culty level. Guns won't be useful 
without ammo, so complete the 
Control Center in ten minutes on 
the Secret Agent difficulty level to 
enable the Infinite Ammo cheat. 


TA ot 


" 70 and the Tank Gun, vere 
= Yay! 


‘You must enter the Enable 
Chaat Menu code whila the 


Toaccass the sacond page of 
the Chaat menu, highlight 
Collect and press A. 


Hexen has a number of terrific 
codes, but to activate them, you 
must first enable the Cheat 
menu. Pause your game and 
then press top C, bottom C, left 
C and right C to make the menu 
appear. Now highlight the 
Cheat option and press A to 
open the menu. A list of several 
cheats will appear on the 
screen. To activate the Clipping 
cheat, press top C twenty times 
and then press bottom C once. 
If you enter the code correctly, 
the word Clipping“ will light 
up. This cheat will allow you to 
walk through walls like a ghost. 


While Clipping is on, however, 


you won't be able to pick up 
items, To see the second page of 
the Cheat menu, highlight tbe 
word Collect“ and press A. To 
activate any other Hexen codes, 
you must first access the Cheat 
menu and go to the page on 
which it is listed. To turn off a 
cheat, access the menu and 
repeat the appropriate code. 


eee r 


Clippiag will allow you to walk 
through walls, but you woa't be 
abla ta pich up anything. 


Weapons & Mana 


To arm yourself to the teeth, first 
access the Cheat menu and go to 
the second page of cheats. Now 
press right C, top C, bottom C and 
bottom C to activate the All 
Weapons cheat. This cheat will 
also give you a full supply of mys- 
tical blue and green Mana. 


This ultimate cheat is i 
able on the higher levels of the 
game. Access the cheat menu and 
press left C, right C and bottom C 
to become invincible. 


Visit 


For adventurers on a tight sched- 4 á eas 4 * 
ule, we recommend the Visit 2 J 
cheat, which is really a stage — Bp! 
select option. Press left €, left C, i Eg | 
right C, right C, bottom C and top blacker Come 
C on the Cheat menu. ` 


To give all the players huge 
heads, go to the Title screen-and 
press top C, top C, bottom C, 
bottom C, left C, right'C, left C, 
tight C, B and A. Now hold. Z 
and press Start. What the beck 
have these guys been eating? 


1 ene cheaes 


‘Z and press Start. This will 


This code works with any char- 
actor Try different weapons ta 
sae which fighter is right for you. 


Hidden All-Stars 


Using the Control Pad and the L 
and R Buttons, go to the title 
screen and press Up, L, Up, L, 
Down, L, Down, L, Left, R, Right, 
R, Left, R, Right, R, B and A. Hold 


enable six powerful All-Star 
teams in the Open ‘Game and. 


P.K. modes. uus code is entered correctly.” 
ka the announcer will shout, “What 
an . comeback!” 
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See a 


To gable áli of the special 
options, without completing the 
training Tevels, press Z, B, A, the l. 
Buitop, A and Z. Altes vou hear a 
woke sayy perfect. press Start. 


neee yau 1 
AERIAL cg 


Levet norviede 


rule en 
1 m 


@ where arany To ewr 


Pojo is one of the best (and funni- 
est) hidden characters we ve seen 
in a while. To access him, first 
play a one- or two-player match 
as Taria. She must win the match 
and perform her Execution (stand 
two steps from your opponent, 
hold Strong Thrust for three sec- 
onds and release), which will turn 
your foe into a chicken. When 
j you return to the Character Select 
screen, highlight Taria and hold 
Start. Taria will change into Pojo 
the Chicken. While still holding 
the Start button, press the A 
Button to begin à match, Hold 
Start until the match begins or 
you'll revert to Taria, > 


Hold sten until the metch starts, 
or Pojo will revert to Taria. 


You ces ese P bj in ons- end 
two-pleyer matches, but not in 
Practice mode: 


To add fuzayy bunny slippers to imeri sce 
all of your warriors’ wardrobes, 


go to the Chatatter Select screen 
and highligh Ragnar, press Start, 
highlight Oregan, press Start, 
highlight Koyasha and press 
Start. Now chóôse your charac- 
ters as normal. # 


Fuzzy footweer for everyonel 
But do they keep going, end 
going, end going? 


SIDER BONUS 


To, perform a head swap opera- 
tion on your fighters, go to the 
Character Select screem and high - 
light Al Rashid, press Start, high- 
light Takeshi, press Start, highlight 
Kull, press Start, highlight Xiao, 


— press Start, highlight Namira and 

— -i press start; No select your char- 

What in the—? Something ie acters as ‘normal. This code 
definitely cot right herel doesn’t work in Practice mode. 


The ancient Incan city of Machu 
Picchu serves as the backdropin  “™ 
this hidden arena. On the 
Character Select screen, high- ` 
light Namira, press Start, high- 
light Koyasha, press Start, high- 
light Taria and press Start. When 
you select your characters and 
start the match, you'll be trans- 
ported automatically). 


Grendel cells Mechu Picchu 
home. Whet secrets might lie 
among these ruins? 


EU Mario Kart a= 


To challenge the speedy spectres 
of Mario Kart 64, complete Time 
Trial runs on Mario Raceway 
(1:30), Luigi Raceway (1:52), 
and Royal Raceway (2:40). If 
you meet or beat the times indi- 
cated, a special Course Ghost 
will challenge you on your next 
run. Once a ghost appears, it 
will be saved to the game’s 
memory automatically. You do 
not need a Controller Pak for 
this trick to work. The ghosts are 
tough to beat, but you can 
watch them for racing pointers. 


It you echieve certain ti 
the namasekes of these 
trecks will chellenge yeu. 


Everyone talks about the Mario 


Raceway Shortcut, but we think 


this shorteiit is even more spec- 
tacular, just for the fact that you 


can shave Your Laps tO only fewn 


seconds each.. it’s possſhle to 
jump over the left-hand wall at 


the top of any of the four hills just 


past the Starting line. Climb up o 
the top of one of the hills and 
face the walk head-onccelerate 
toward the wall and jump just 
before vou hit it. You'll bounce 
off the Wall and then skip up and 
over it: Though you should be 
going pretty fast, you don't have 
to be at top speed to make it over. 
If you make the jump, you can 
then junip back over the same 
wall. Make q wide turn to the left 
and aim for a spot just before (to 
the right oh the Starting line. This 
second jump is a bit harder, since 
yow won't have a hill to give you 
a boost, When you land, turn left 
and cross the line to be credited 
with a full (but very quick) lap! 


Head toward the wall ata 
fight angle and jump just 
4 you hit it. 


“Whan yos land, maka a wida 


turn ta the left and head hack 
toward tha wall. 


Whan you make the second: 
jump, aim just ta tha right of 
the start/finish li 


We were surprised that someone 
was able to find this trick in the 
first place! On your first or sec- 
ond lap through D. K. s Jungle 
Parkway, turn around at the start- 
ing line and head into the cave. 
Once inside, turn around and 
head toward the wall just to the 
left of the exit. Aim just a bit to 
the left of the corner that’s stick- 
ing out from the wall (where the 
green and brown, areas meet). 
Jump just before you hit the wall. 
If you aim just right, you'll fall 
into a dark space. Lakituwill fioat 
by to pick you up and bring you 
back to the track. if he takes you 
back to the track af à point out- 
side the cave, the trick didn’t 
work. If he takes you back to the 
cave, head through the Finish line 
to advance to the next lap. The 
key to this trick is fanding in the 
correct spot in the dark area. 
Unfortunately, since it's dark, 
there’s no way to judge your posi- 
tion. If the trick doesn’t, work, try 
it again and push Left or Right as 
you fall and see what happens. 


Aim jest to tha left of the cor- 
ner naar the exit ofthe cave. 


var t73 N un 1713 


ce 


It you hit tha wall the right 


Spat, you'll fall into a tan 
area. 


You cas usa this trick in the. h 
Graad Prix and Vs. modes af, 
tha gama. d 


Keap an eye out for the train 


If you have a Super Star on your 
first or second fap! around the 
desert, tum left at the second 
train crossing. Activate the star 
just before you enter the- tunnel 


You'll advance fo the néxt\lap in 


the middle of the tunnel. At the 
exit, turn left to Bet biiek on to the 
track. This trick works in the 


If you're truly a terror on the 


Lots of fighting games have a E 
dom fighter codes, so why not 4 
sports game with a random fam . 
code? On the Team Select screen, * 
hold Up and press Turbo to let the 
computer choose a team for you. 
Now you'll be able to - 

its really your skill ndiii 


as you approach tha tunnel. 
Vie 


Grand Prix and vs: modes. 


coart, you'll ba abla to W- 
with almost any team 


Favorite team) that’s the key 5 


4 Hidden Pros 


0 „eg b Hang Time's PIN sys- 
tem, you can access hidden pro 
players that are not on the regular 

team rosters, as well as duplicates 
of players that are. Just enter a 
players name and enter 0000 as 
his PIN’ number at the start of a 
game. If you'd like a complete list 
of the available players, check out 
Classified Information in Volume 
97. In the meantime, here are a 
few names to get you started: 
Malone,’ Rodman, Ghill, Ewing, 
Motumb, Pippen, Mourng, 
Stach, Kidd, Mursan, Ahrdwy, 
Elliott, Smits, Hgrant and Dream. 
Who's this Dream“ player? 
You'll find out! 

a 


a 


NFL Quarterback Club 98 sets a 
brilliant new standard for 64-bit 
sports games, and its codes 
aren't too shabby, either. To 
make every quarterback a 
superstar, select the Enter Cheat 
menu and enter BRDWYNMTH 
as your cheat. What does the 


This chaat will anaura that 
all ot your QBs ara Hall ot 
Fame material. 


Whaddya maan, ya got two code stand for? It honors one of 
peer Rocenates GB ett the all-time gridiron greats: 
"Broadway Joe Namath!” 

Nw or HENA 

wan 4 para. 

Stance) EA neo 

RAKKE 

Ci tea 


You can pair a player with his — 
clona or sign him to anothar —- yee 
taam as a tree agant. iy aI: 

+ 


If the rigors of pro football are a 
little too taxing for you, maybe 
you should try the pee wee version 
of the game instead. Type in 
SMEMDGT on the Enter Cheat 
screen to shrink all the players 
down to a less threatening size. If 
his voice is any clue, even the 


Hidden Programmers 


ge | ons 
tenet | Sine 


Somahow, these guys don't 
loak lika professioaal baskat- 
ball players. <, 


6000, 


Who are thasa bums? Say, 
they te not so bad, aftar alli 


(263, SIDER BON 


We don't know if anyone on the 
Hang Time programming team 
ever came close to playing pro 
ball, but their video counterparts, 
at least, can slam and jam with 
the best of the NBA. To access 
various Midway staffers, enter 
their names and their correspond- 
ing PIN numbers at the start of a 
game. Once again, the complete 
á list is in Volume 97, but here are a 

few names and numbers: Minife- 
Divita- 
0201, Marius-1005, Turmel-0322, 
Jfer-0503, Mednik-6000, Niunk- 
0101, Sno-0103, Patf-2000, Root- 
6000, Jonhey-6000, Carlos-1010, 
Danicl-0604, Mortal-0004 and 
Kombat-0004. 


Munday-5432, 


Just keep that up, you guys, 
and thara will ba no ica cream 
for you after tha gamal 


We don't know what the code is 
supposed to stand for, but its 
effects are pretty obvious. If you 
type in BBMNTBL on the Enter 


Cheat screen, your players will 


look like they're better suited to 
play basketball than football. 
They're performance, however, 
shouldn't be affected. Maybe 
they'll be able to see down the 
field better 


announcer will regress back to 
grade school. 


Have any at you guys thought 
about changing sporta? 


All of e sudden, thinge will 
lock mere like e Three 
Stooges movie thas a pro bell 
game! 


We couldn't resist printing these 
codes, together! To make your 
players fumble-prone, type in 
GTNHNDS ("got no hands”) on 
the Enter Cheat screen. To make 
things even worse, you can make 
the field ‘slippery: by typing in 
SPRSLYD (slip or slide”) on the 
Enter Cheat screen. Now sit back, 


punch a few buttons and watch 


the chaost. 


Robots Galoré 


You'll now have a much better 
chance of rescuing Mom, Dad 
and Mikey from their metallic 
pursuers. Using the Control Pad, 
press Up/ Up, Down, Down, Left, 
Right, Left, Right, left C, right C, 
left C and*right C on the Setup 
menu. Start a game as normal. 
You'll begin with 50 robots. 


How many levels cen you get 
through with 50 es! 


Stage Select 


Galy experienced robo-war- 
riore need apply fer this job. 


If you just want to skip over the 
simple stages and head straight to 
the rough stuff, go to the Setup 
menu and press Down, Up, left C, 
Down, left C, right C, Down and 
right C. A stage select option will 
appear in the middle of the menu, 
Use the Control Pad-to select a 
stage. Exit this screen and start 
your game as normal vou be 
able to start anywhere from Stage. 
1 to Stage 200. 


Mongten Tires 


On the. Car Select screen) press 
and hold right C and leit C in 
that order, Release- both. Now 
press and hold left C and right C 
in that order to make your rear 
tires bigger. For the front pair, 
press and hold left C and right C 
in that order. Release both. Now 
press and hold right C and left C 
in that order. 


We knew driving in the cit 
could be dangerous, but this 
is idiculoes! s 


Yoe cen repeat either code to 
chenge your tires again. 


To change all of the traffic cones to 
land mines, go to the Setup screen 
and press L, R, L, R, L. and R. 
A small traffic cone icon will 
appear on the screen if you enter 
the code correctly, Repeat ihe 
code to cancel it out, 


— — 


Fit Screen 


If you're not prone to car sick- 
ness, maybe you can give this 
trick a try. On the Setup screen, 
press Up, Right, Down, Left, 
Down, Right, Up and Left on the 
Control Pad, if you enter the code 
correctly, a pair of small arrows 
will appear on the screen. If you 
start a race, the game screen will 
now be flipped upside down, 
Remember that your steering will 


> also be reversed! 


No, nol Not your left, my left! 
Oh, jest forget it! $ 
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Tag Mode: 


This trick allows you to play a 

game of tag with your cars, Start a 

two-pleyer practice game but hit 

abort (top O) during the count- 

don. The tag game will now 
begin, with the clock set at five 
minutes, Player 2 will be “it” first. 

Find and touch the other car to 
make it “it.” If your timer Is run- 
ning, then you're “it.” 


1 
D 
Whare, oh where, has my lit- 


tle hippie van gone? Oh 
where, oh where cen ha he? 


Docking Bay 94 


There are only two 1-Ups in Star 
Fox 64. To.find the first, follow the 
default route through Corneria to 
Granga. Perform a loop through 
his legs without touching him to 
make an Arwing icon appear. To 
find the second 1-Up, join your 
wingmen in a diamond formation 
(with you in the bottom position) 


nest ine eral Or Sector F. This trick will replenish your 


shields end will evea repair 
damagad wings. 


Animated Antics 


One of the best things about Star 
Fox 64 is its exciting cinema 
scenes, Depending on who you 
meet during the game, the scenes 
at the conclusion may change 
slightly. The scenes at the end of 


‘i <3 the Katina mission may also 

= change, depending on whether 

For the hest scene ot Katiaa, you destroy the enemy saucer, 
destroy the enemy motharship whether you destroy any friendly 


without shooting aay triendlies. ships, and, if you do hit some 
„ „ 


friendlies, the number of them 
A you shoot down. 


There are only two. 1-ups in Star- 
Fox 64. To find the first, follow 
the default route? through 
Corneria to Granga. Perform a 
loop through his legs witbout 
touching him to make an Arwing 
icon appear. To find the second 


1-up, join your wingmen in a 
diamond formation (with you in 
the hottom position) near the 
end of Sector V. 


In Sector Y, if you have asingle = 
løser, a Laser Upgrade will 

appear. If you have twin or 

hyper lasers, & 1-up will appear. 


5 


Expert Mode 


To enable the Expert mode, you 
must carn a Medal in every stage. 
There are more enemies in Expert 
mode, and your shields will be 
weakeï If you eam a Medal in 
Venom 2, you'll enable the 
Landmaster tank in Vs. mode. To 
enable the Rocket Launcher, eam 
a Medal in Venom 2, Expert mode. 


in Expert mode, Fox will wear 
cool aviator glasses, just like 
his father's. 


= (—V 


Drive an Sr 


To drive an Al- SI in the Battle of 
Hoth, first enter your name as 
”.Wampa--Stompa” (the hyphens 
are spaces) and set your controls 
to, Traditional. Play the Battle of 
Hoth until the AT-STs appear. 
Press Left on the Control Pad and 
right C simultaneously, and then 


press Up. Scroll through the game 
views until you see an over-the- 
shoulder view of an AT-ST. 


Use the Control Pad to move 
the scout walker and to tire 
its lasers, 


Becqmè A,Wampa 


To become à Wampa, use the 
name #-Wampa--Stompa” and 
Treditiðnal Controls. In Echo Base 
or Gall Spaceport, press Left on 
nie ConitrohPad and right C simul- 
Ttaneoùsly, | and then press Up. 
Scroll through your game views to 
find the Wampa view. 


1 


err. 
letinuem diffi aliy oat 


Become A Trooper 


This code also requires the 
Wampa--Stompa“ name and 
Traditional Controls. To become 
one of several types of trooper or 
an assassin droid at random, press 
Right on the Control Pad end right 
C simultaneously and then press 
sA Now, scroll through your 


Use thiecode in Echo Bese, 
Gell Speceport, Imperiel 
Freighter $ Suprose, Sewers 


TIE and X-Wing 


To access a hidden TIE fighter and 
X-Wing in the Skyhook Battle 
stage, first play through the battle 
until you reach the station itself. 
Peuse the gamé, Press and hold 
Left on the Control Pad, left C, 
bottom C, right C., L, R and Z. 
Wnile holding these buttons, 
press Up and Down: on the 
Control Stick to scroll through the 
ships. The contrals are the same 


Z T * 
You cease this trick en eny dif- 


ficulty level, end yoa don t heve 
to fulfill eny win conditions, 


Wing and TIE fighters do not have 
a cockpit view, and the TIE fight- 
er is not equipped with proton 
torpedoes. 


This is Red fie -m geing inl 


for ail the spacecraft, but the .. 


esp In Hand 


This trick gives Mario two caps. 
in Course 8, let yourself be 
attacked by the Big Bird. Don't 
pick up your cap. Warp back and 
forth from the pond to the 
Cennon a few times. Jump onto 
the two-story building near the 
entrance. Get the Wing Cap. Fly 
back to your original cap and 
pick it up. Triple jump to take off. 


ER Tetrisphere === 


“Lines Game” 


If thie trick deeen't 5 exit 
the stege end try epai k 


Like its namesake, Tetrisphere has 
been bringing many hours of puz- 
zling enjoyment to players évery- 
where. To try an interesting vária- 
tion of the Rescue game, first 
enter “LINES” on the New Name 
screen. Press OK to confirm. Now 
select the new Lines“ option. 
You'll be given instructions before 
the game begins, 4 4 


EP tetrisphere™ 


Stage Select | 


On the New Name screen, press 
bottom C, right C and the L 
Button simuleneously to make a 
new set of symbols appear. Enter 
*Plenet, UFO, Rocket, Heart, 
Skull” as your name. Press OK to 
confirm, You'll now be able to use 
the Control Pad to select eny 
Stage in Rescue, Hide end Seek 
and Puzzle mode. 


One great pezzle game cer- 
taialy deserves enother! 


EONTINWING PLAYER 2.8. 


Let's just hope that you don't fj 
tite off more then you can 
chew! * 
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The Big Cheat 


This cheat includes e stege 
eelectpption. 


DF 


It's time for the big peyheck, 


and those mercenaries hed 


better wach outl 


Turok: Dinosaur Hunter was one 
of the hottest games of 1997, and 
it’s fitting that it also had some of 
the best codes of the year. To 
enable the Big Cheat, first enter 
NTHGTHDGDCRTDTRK as your 
password on the Enter Cheat 


screen. Now go to the Cheat. 
Menu and highlight any ef me 


options and press Start to turn it 
on. The Big Cheat combines sev- 
eral cool options, including 
Warp, Invincibility, All Weapons, 
Spirit Mode, Big Heads, All Map 
and more. If you're serious about 
finishing the game in record time, 
this is the code for you! 


Disco Dinos 


To enable the Disco Mode, enter 
SNFFRR on the Enter Cheat 
screen. Once this cheat is activat- 
ed, most of your enemies will 
dance in place. We've heard 
reports, however, of enemies that 
will act normally and attack. 


D gto P 


We give it en 55 beceuse it 
has a good Late beat end you 
cen dence to it! 


Gallery 


TREEE e 


~r PX 
Na 1 
b. 


7 


Once you're dene in the Gallery, 
press Start to go back to th 
mein menu. 


(305 


SIDER BONUS 


To check out a cool gallery of fig- 
ures from the game, first enter 
THBST as your password on the 
Enter Cheat screen.-Once this 
cheat is activated, you can use the 
Control Stick and various buttons 
to rotate the enemy figures and 


zoom in and out. 


Dana's Code 


Type in DNCHN on the Enter, 
Cheat screen, Dana’s Code will 
make your enemies very small, 
but they'll be as tough as they 
ever were. Oh, lool at that cute 
here, 


little raptor! Come 
boyaaAAAARRGH!” 


— 


To perephrese Teddy 
Roosevelt, “Walk softly and 
cerry e big, freeking gun! 


Show — 


is act 


Thie cheat will reveal enemy 
locations on your map. Type in 
NSTHMNDNT on the Enter 
Cheat screen. Once this cheat is 
activated, turn on the Map func- 
tion by pressing L. Enemies will 
appear as red arrows. Don't be 
‘confused by the purple arrow at 
the bottom of the screen, which 
ually the compass. 


t wer % ——> 


Divine Cheats 


This code activates a Cheat menu 
on the Options screen. Turn on 
your N64, and when the words, 
„Midway Presents War Gods” 
appear, press Right, Right, Right, 
B, B, A and A, Available cheats 
include a handicap option, a stage 
select, a timer option and an Easy 
Fatality mode. In Easy Fatality 
mode, all Fatalities for all charac- 
ters are executed with the same 
control sequence, which is High 
Punch, Low Punch, High Kick and 
Low Kick, 


Exit 


Use the Control Ped, not the 
Control Stick, to enter the code. 


Ja 


2% 
4 t 
Ahoy hd “ ae 5 
The Eesy Fetelity eptiun cen 


tum anyoes into e pro tighter. 


You can copy players only to 
your chosen taems, and ect 
trom or betwees them 


Custom teams cent be saved 
and will disappear when you 
turn ott your game. 


we G 
To meke more changes, just 


repeat the cade to retum to 
the copy screen. 


Ge 


You cen heve a whale squad 
of Gretzkys, hut they cant 
play tor tha Rengers. 


Customize Teams 


This code allows you to copy 
players and create up to two 
custom teams. On the Options 
screen, hold the L Button and 
press bottom C twice, top C 
twice, bottom C twice, right C 
twice and bottom C once. If you 
enter the code correctly, a 
string of letters and numbers 
will appear along the bottom of 
the screen. Now go to the Team 
stats screen and press top C ten 
times. Two team names will 
appear. Use the Control Pad to 
highlight a team. Scroll through 
the lists and pick two teams to 
modify, with your first choice 
on top. Press A. Your first 


choice team will appear on the «> 


left side of the screen, a random 
team on the right side. Press B 
to scroll through the teams on 
the right until you see a player 
you'd like to copy. Use the 
Control Pad to highlight a play- 
er on each team. The player on 
the left will be replaced by the 
one on the right. Press A to 
make the switch. When you're 
done copying the players you 
want, press Start. Your second 
choice team will now appear on 
the left side of the screen, 
Repeat the copy process if you 
wish and then press Start to go 
back to the Team Stats screen. 
Your custom teams will now be 
available in the One-Player, 
Multiplayer and Seesosi Modes. 
lf you want to make further 
changes, just reenter the code 
to return to the Modify Teams 
screen. Custom teams can't be 
saved to a Controller Pak, and if 
you turn off your game, all thé 
changes will be lost. ig 


To male a player invisible, pause 
the game during the opening 
face-off and select Replay. Press 
the L or R Button to select anyone 
on the squad. As the player is 
flashing, press the Z Button to 
make him disappear. i he doesn’t 
disappear, just select him and 
press Z again. 


player, bu 
react to lum as eormal, 


Opponents will 


Which way did they go? invisible player, hell reappear, and 
Which wey did they go? you'll have to repeat the t 
make him vanish again. 
Wayne Gretzky 


Fight! Fight! 


To make tempers flare every few 
seconds, first pause the game. 
On the Options screen, highlight 
Fighting, hold the 1 Button and 
press the following C Buttons: 
Right, Left, Left Right, Down, 
Up, Up, Down, Left, Right, Right, 
Left, Right and Left. If the code is 
entered correctly, a line of 
zeroes will appear on the bottom 


of the screen. Now, nearly every 


time you hit or check an oppo- 
nent, a fight will break out! 


little mayhem, eh? 
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To make a team become invisible, 
use the same trick as abave, but 
start with the last player in the 
lineup (usually the goalie) When 
you press Z, the cursor will jump 
back to the Forward. Select each 
team member in turn until they're 
all gone, If the cursor grosses an 


rig 


d 


* 
Whet’s pro hockey winaa 


QUESTION 


Wil we be seeing more of the 
surprise hit, Harvest Moon 
(released for the Super NES in 
June 9707 


War Gods {May 97) was the first of 
fg 


PREDICTION 


the N64’s true 3-D fi gemea. 
Will it influence games in 1998? 


Will GoldenEye 007 
{Aug ‘97) elevate the first- 
person shooter to anew leval? 


NP’s 10th anniversary 1a this July 
and the magazine just celebreted 
Volume 100 (Sept. 97). What's next? 


In August, Tetrisphere turned a 
classic puzzle game into s 3-D 
game. Will other 3-D puzzlers be 
coming soon for the N64? 


In October, Bandai released 
‘Yemegotchi for Geme Boy. Will the 
Tamagotchi craze ever end? 


Will a certain blue elephant be the NA 


vous braaik 


“next big thing” with movie deals, 
his very own geme, end merch- 
andise like a Tickle Me Taj doll? 


Do you know what the good-for- 
nothing Magic 64 Ball is doomed 
to become 


Another year, another fad. 
Here are our predictions for what’s HOT and what's NOT for 1998. 


Iv 
2D 
Multi-player matches 
Top Gear Rally’s milk truck 
Wrestling on the N64 
Wirpig 
Drumstick the rooster 
Racing games 
Turok 3 
The correct pronunciation: “Blast Core“ 
Wayne Gretzky’s 3-D Hockey 98 (or anything ending in 98 
DK Mode in GoldenEye 007 
Zelda 64 


G2} Wiser sonus 


E THE MAGIC @BALL’S 
iA PREDICTIONS FOR 1998 


À the Nintendo 64 Disk Drive. Zelda 64. Turok 2. With developments like these in the works, 
1993 is shaping up to be a very promising year. But who knows what else 1998 will treat 

gamers to? Our Psychic Friends charge by the minute, so we asked Taj, the genie from Diddy 
_ Kong Racing, to consult his Magic 64 Ball for some New Year's predictions, 


TRANSLATION 


Natsume will be making Harvest Moon for both Game Boy and N64 Better yet, the 
RPG/sim will expose gamers to the secrets of developing a successful romance such as 
spending plenty of time with your mate, giving her gifts, and listening to her and stuff. 


Three words describe War Gods: “amazing” and “not very” Ihave seen the future of 
pos ond no game will ever reach the new standard set by War Gods—sort of like 
Ww no new music will ever dere to reach the mmm-bopperific standard set by Hanson. 


eee games will be based more on strategy, stealth and prob- 
lem-solving than just shooting everything in sight Moreovar, GaldenEya’s success 
willhelp Pierce Brosnan win over younger audiences who'll forgive him for starring 
in that “humans vs the evil volcano movie,” Dantes Peak (Feb 97) 

T'mastinkin' Magic 64 Ball, youidiot! | can answer only yes and no questions! But 
here's what's next: Volume 101, 102, 103, 104, 105 they usually go in numerical 
order, you numbskull! Hey, what are you doing?? Don't shake me up Youre m-mek- 
ing me all b-b-bubbly! 


No doubt more 3-D puzzlers will follow suit, but only after a few failed attampts 
such as Zoop in s Cube, Dodecahadron 64, and Gant Wad o Solitaire. 


Bandai will go to work on creating its virtual pat for the N64 And sit tight for virtual 
pooper scoopers, virtual rabias shots, and virtual lamp shade things that you put on 
your virtual pet's virtual head so it doesn't virtually chomp away at its virtual wounds. 


“What the? Heyl Is this some kind of Sony Ball or aomething??? This stupid thing 
must be broken!" (shake, shake, shake) 


Bowling bell 


OY 
2D 

Taking turns playing against the CPU 
Cruis’n USA's school bus a ` 
Wrestling on pay-per-view 
Babe - 

Kenny Rogers Roasters 
Lots of racing games 
Kevin Sorbo 

The mispronunciation; “Blast Corpse” 
Wayne Gretzky's 3-D Hockey (or anything ending in 270 
enemies with short arms and normal size noggins 
Final Fantasy VII 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 


n Sosse Nane 


